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FOREWORD 


In early October 1996, 18 about-to-be Red Storm Founder 
Members, myself, and Tom Clancy met in Colonial 
Williamsburg, Virginia for a weekend to get LO know each other, 
have a lor of fun, discuss where we wanted to take Red Storm 
Entertainment, and brainstorm potential products. Tom's base- 
ball team. the Orioles, were in the plav-otfs that fall, but he was 
so engrossed in the excitement thar the meeting generated that 
he ignored the TV while we were ralking. 

We stopped the brainstorm when we had reached nearly 100 
titles and started to focus on what we thought the marker wanr- 
ed and what we could achieve wich the scant resources available 
to the fledgling company. Out of this came tour game ideas and 
one was a sort of hostage rescue game. Thus was born 
Rainbow Six. 

After several weeks of design work we had a basis ro start on 
the product in late November. The early team was only four 
strong, and it was obvious thar we needed more people. 
Fortunately for us, along came Carl Schnurr as the producer, 
capital from Pearson ple, and some excellent responses to our 
recruiting advertisements. But it was not unul about July 1997 
that we were really able ro open the throrrle and start full devel- 
opment, 

[ would like to take the opportunity here to express my 
thanks and admiration to the dedicated team chat made thus all 
possible. They have coped with the ups and downs of develop- 
ment wich unfailing good humor, they have never given up, and 
they are some of the finest people Î have mert since moving to 
the USA from the UK some two years ago. They roundly deserve 
the acclaim that [ expect to be forthcoming in the next few 
manths. 

Tom was involved with the game from thar first meeting. He 
fed in brilliant insights to the developing back story and was able 
to put us in touch wich a cohort of experts who had done this 


for real. Then, during one of his regular visits to Red Storm, he 
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announced that his next book was going to be about antterror- 


ism and it was an obvious move to make sure that we stayed 
close to lom as he developed his ideas and, where applicable, 
align the game with them. 

We kicked around a number of utles, and. Lom came up with 
this: RAINBOW is che secret international organization ser up 
by governments to have a ready response team to deal with 
potentially explosive incidents. There surely is a need for such an 
organization, and it may already exist. However, looking back at 
the most recent outrage in Peru, it would seem that neither Peru 
nor Japan is party to any such agreement. John Clark, as che 
head of the organization, would have the short title of Six. 
Hence Rainbow Six. 

This is a gripping plot, one thar could happen at any time, 
and we have tried to ensure that ir is as realistic as possible. 

With the aid of this excellent guide, your mission is to Save 
the World.” Good luck. We are all depending on you. 


Doug Lirdlejohns 
CEO c” President, Red Storm Entertainment 
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INTRODUC TION 


Mr. Clark Returns 


Tom Clancy, master of the techno-thriller, has written numerous 


best-selling novels. His first few dealt wich the Cold War and 
tensions berween East and West, bur as relations thawed Clancy 
evolved and he continues writing frighteningly realistic, relevant 
novels. 

Global nuclear holocaust may seem less likely to us than it 
once did, but far more sinister dangers lurk in today's shadows. 
[CBMSs have been replaced by small nuclear devices—"suitcase 
nukes”—anyone could carry fram one country into another. 
Chemical and biological weapons can cause as much death as a 
world war. 

Terrorism is the new threat to world peace. Large-scale war- 
fare is too expensive for all bur a handful of countries. But a 
rogue nation could bring a superpower to its knees using only a 
few people armed wich these weapons of mass destruction. Such 
weapons became more available with the collapse of the Soviet 
Union and the ensuing instability. Now, powerful and deadly 
weapons are available to the highest bidder, whether small coun- 
try, disaftecred group, or business corporation. 

One needn*t look far to find terrorism. As this book goes to 


print, real-world terrorists have just bombed U.S. embassies in 


Kenva and Tanzania. The need exists for an international antter- 


rorist team: RAINBOW may exist. Wed never know. 
Although board games and computer simulacions have been 
designed based on Clancy novels, including he Hunt for Red 
October and Red Storm Rasing, they dant approach the level of 
Rainbow Six. Novel and game go hand-in-hand, involving the 


reader in the game and the player in the book. 


How to Use This Guide 
This guide will help you become an efficient soldier in the war 
against terrorism. Rainbow Six is unlike any game you've played 


before. You must combine strategy, tactics, and eve-hand caordi- 


_h 


TOM CLANEY'S RAINBOW SIN - PRIMA'S DEFIEIAL 


STRATEEN GUIDE 


nation to make your way through to the games climactic finale. 


Because you're probably not expert in the techniques of antiter- 
rorism and hostage rescue, this book takes you step-by-step, giv 
ing vou the information you need to lead RAINBOW ro victory. 

The first chapter covers the skills you need to progress 
through the game. It includes tutorials where you can practice 
what vou learn. Chapter 2 provides dossiers on each RAINBOW 
operative, as well as important information on how to use them. 
RAINBOW provides an arsenal of weapons and equipment for 
battling terrorists; Chapter 3 goes over each item you can carry 
and how to use it best. The fourth chapter discusses tactics for 
completing your missions, It includes more tutorials to help you 
reach the operational level necessary to tackle the campaign. 

You cant just run through a mission, blowing everyone away 
single-handedly. You must organize various operatives into 
teams. To have each do what must be done, you must plan each 
mission in detail. Chapter 5 gives you the plan on planning. 
Next, Chapter 6 provides strategies, ractics, and maps for each of 
the campaigns 16 missions. 

Finally, Chapter 7 covers the game's extensive multiplayer 
capability, providing tips tor working with other players, as well 
as for defeating them. 

Section 2 of this book (starting with Chapter 8) covers the 
Eagle Watch Mission Pack. This addition begins where the origi- 
nal game left aff. Terrorists are continuing their hostile actions 
against innocents. This time, they have chosen some exotic loca- 
tons as well as one close to home. The four new operatives and 
the new weapons are covered in Chapter 8. The Mission Pack 
includes five new and challenging missions. Chapter 9 helps you 
plan effective and successful strategies and tactics to accomplish 
each of the new missions with no loss of life to your team or che 
hostages it must rescue. 

Chapter 10 covers the new types of multiplayer games in the 
Mission Pack as well as tips for each of the new maps. Finally, 
Appendix A provides a list of all operatives on the Rainbow 
team, and their skill levels from both the original game and the 
Eagle Warch Mission Pack. 
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Controlling the 
Characters 

During any mission, you control one team 
member directly. The others rely on orders you 
issue during the planning phase. (Chapter 5 
covers planning in detail.) 


Control breaks down into movement and 
weapons. In combat, you must handle both 
smoothly and simultaneously. To achieve chis, 
first master them individually and then put 


them together. 


Movement 
In Rainbow Six you may choose how to control 
your team members during a mission. Using 
the numeric keypad allows you to move for- 
ward and backward and turn in both direc- 
uons. Hold down (S) as vou turn to strate lef: 
or right. This is similar to controls in some 
first-person shooter games, and you may teel 
E most comfortable with it. [ recommend the 
second, more advanced method, however, using mouse and keyboard together. This may take get 
ting used to, but it's far superior to the first method. 

The advanced control uses the arrow keys to move forward and backward and strate left and 
right. The mouse controls the direction your character faces, as well as the elevation of his or her 
line of sight. Move the mouse forward to look up and back to look down, for example. Left and 
right motions turn your character in the corresponding direction. Press the right-hand mouse 


button to run d5 KO MOVE forward. 
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To crouch to avoid exposure, pressteno). Press (O] on the 
keypad to manipulate your environment—open doors, climb 
ladders, surmount obstacles, and the like. You may have 
noticed that “jump” is missing. This is intentional. Jumping is 
an uncontrolled movement: once voure in the air, you cant 
stop or change direction until your feet hit the ground again. 
Teams such as Rainbow avoid uncontrolled movement. Their 
missions are difficult and deadly enough without further vari- 


ables. Besides, none of the training exercises or missions require 


jumping. 


LE 


The Obstacle Course 
To practice what you've learned about movement, 
select Training from the main menu. Under Fire 
and Movement, highlight Obsracle Course, and 
then click Start Tutorial. You'll get control of 
Rainbow team member Ding Chavez, and begin at 
one end of the course. Press (F1_} to toggle between 
first- and third person views. For chis exercise, you ll 
use third-person. 

The maze lies straight ahead. The lower-right 


corner of the screen displays a minimap of your sur- 


roundings. Press ([)or (1) to zoom in and out, and 
Fig. 1-1, The Obstacle Course tests (M) for a full-screen view of che map. Press [M) again 
your ability to control a character. to return to action view. Using the mouse to “steer,” press the 


arrow keys to move through the maze to the end. 


Map 1-1: Obstacle Course 


water hazard ladders 


eh EE 


fall wall cargo nel 


us 
stairs short wall 
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When you exit the maze, you Il come to a short 
flight of stairs. Climb up and walk off the end to 
tall back to the ground. The next obstacle is a pais 
of logs: holding down the right mouse button, run 
forward to clear the logs easily. Next, you face a 
pair of walls, the first short and the other of medi- 
um height. Move close to the first and press keypad 
(0). Chavez will climb to the top. Walk off the 
other edge and repeat at the next wall. 

Naw, carefully cross che wood planks over the 
water hazard. This is good practice for negotiating 


ledges and other narrow paths. Try this looking 


down and straight ahead, in both tirst- and third-person views. 


IF vou fall off, move to the waters edge and press [0] to climb 


OLE, 


Fig. 1-2. The water hazard requires 


Ln areful footwa rk. 


Your final obstacle is the climbing plattorm. Move close ta 


the cargo net and press (0) to climb. Press the arrow key as if 


van WErG moving forward Lo conunue Lo the top. Hold down 


the right-hand mouse button to climb more quick- 
ly. Ar the top, move across the platform to a ladder. 
Press (0) again 
to climb down. 

Congratulations! You ve completed the Obstacle 


Course and are ready for weapons training. 


Firearms 


Moving can be fun, but this game is about combat. 
The weapons in Rainbow Six are realistically mad- 
eled after weapons antiterrorist groups actually use. 
Chapter 3 covers weapons in greater detail. Before 
heading out to the Shooting Range, read over the 


following paragraphs. 


You practiced advanced control earlier, and vou!ll USE It 


Fig. 1-3. At the climbing platform vou 
must climb up a cargo net and down a 
ladder. 


again. During the Obstacle Course exercise, a targeting reticle 


(a circle with four lines extending in the four compass direc- 


tons) was always in the center of vour view. The reticle shows 


vou where vour rounds probably will hi. Although the circle 


remains the same, the four short lines move out from the 
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The three-round 

a: burst is the best rate 
of fireduring missions. 
Its nearly as accurate as 
single-shot, yet packs a 
punch that will knock 
the target down. Use 
full-automatic only 
when yon want to hose 
down an area with 
lead and you have 
ammunitton to spare. 
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circle, reflecting the area where your bullets will strike, as accu- 
racy changes. You want to keep this area as small as possible. 

Factors affecting accuracy include fatigue, health, distrac- 
tions, and taking hits. As your character becomes tired or 
wounded, his or her accuracy decreases permanently tor the 
rest of the mission. Distractions such as flashbangs, seeing a 
teammate or hostage go down, or hearing an alarm go off 
decrease accuracy temporarily. 

To fire a gun, click the left mause button. You may select a 
rate of fire—that is, the number of rounds fired each time vou 
click the mouse-for any gun. Each gun has a safery and single- 
shot setting. When the safety is on, the weapon wont fire. The 
single-shot setting fires one round each time you pull the trig- 
ger (click on the mouse). Submachine guns and rifles have vwo 
additional settings-three-round burst and full-automatic. The 
first fires three rounds and stops each time you click on the 
mouse. Full-automatic continues firing as long as you hold the 
fire button down until the clip is empty. To change a weapon's 
rate of fire, press [. } on the keypad. 

Each firearm affords its own level of accuracy. A pistol is less 
accurate than a rifle, largely because of its shorter barrel. Rare 
of fire affects accuracy, as well. For example, firing at full-auto- 
matic, the first few rounds probably will hit the targer, but che 
remaining rounds will scatter. This is the main reason for the 
three-round burst setting: Studies show accuracy decreases dra- 
matically after firing three rounds. When a gun fires once, its 
recoil alters a weapon's aim just a bit. The effects of multiple 
recoils in a short amount of time during full-auromatic firing 
can change the aim significandy. Any round that doesnt hit its 
target is wasted. All rounds ot a three-round burst should hit 
the target, and then allow the shooter to correct the aim and 
fire again. Full-automatic is suited only for spraying a lot of 
bullets into an area when accuracy and ammunition arent con- 
cerns. Remember, a round that misses its target will hit sorze- 
thing, Take care thar hostages and other team members arent 


on the receiving end of your stray bullers. 
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A shooters motion also attects accuracy. When a 


person is walking, its harder to keep a firearm 


trained on a target. Running increases the difticul- 


tv. When you move, the gun tends to move up and 


down and side to side along with vour body. You Il 


notce how forward and backward moton aftect 


accuracy, bur tts turning that really decreases it. Ìf 


possible, avoid turning and try to sidestep when 


vou fire. 


Shooting Range Fig. 1-4. Three team members 
You can practice using all firearms in the Rainbow Six arsenal improve their firearms skills ar the 
from all ranges at che Shooung Range. Select Shooung Range | Shooting Kange—not a welcome sight 
dik i ee = es for a terrorist. 

from the training menu to go there. Your character will be 
armed with an HKMPS-A2, the best weapon available and 
extremely accurate. 

Walk toward the short range and up to the counter. To 

change the weapons rate of fire, press keypad |. , Choose full- 

hange d [ te of fire, f keypad |.) Ch full 

automatic, take aim at a target, and empty the clip. Most 

rounds should strike the rarger, bur you can see how they 
spread. Press pecere) to load a second clip. Changing a magazine 

in Rarmbow Six takes time, just as it does in real life. Select sin- 


gle-shor and fire six rounds ar another target. Notice chat 


short range 


lang range 


counter targets 
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they're close together, wich little spread. Finally, fire 
the remainder of the clip at the third target using 
three-round bursts. You'll notice the groupings are 
very close together—much better chan on full-auto- 
matic. 

Reload and move to the walk-up range. Here 
you'll shoot at the black target as you walk along 
the short gravel path, both to practice shooting on 
the move and to see how such movement aftects 
vour accuracy. Press (2) on the regular keyboard to 
pull out your pistol and repeat the walk-up shooting 


exercise. You ll find che pistol isnt as accurate. ry ic 
Fig. 1-5. Practice moving Eire at out at the short range, too. 
the walk-up exercise arca. 
Next, move on to the medium range and try both weapons. 
For a better view of your targets and where your rounds hit, 
press to activate Sniper mode. This zooms in the view. 
You should discover that vour accuracy decreases as range 
increases, especially when you fire at full-automatic. Do the 
same at the long range. 

After experimenting with the HKMPS5-A2, exit the shoor- 
ing range and load the Shooting Range IÌ tutorial. Ies che same 
range, but now your character uses a CAR-15. This 
is a better weapon for shooting at long range, but 
take care using it at full-auromatic. It tends to 
spread bullets all over the place-bad if hostages or 
other team members are near your target. You can 
get to the shooting range under Open raining at 
the Training menu, as well. With this, you can 
choose any team member and load them out with 


the weapons of your choice for additional pracuce. 


Fig. 1-6. You may need to use the 
Sniper view when firing at the long 
range, bath to see where your shats 
hit and tor targeting. 
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Breaching 


Most of Rainbow Sixs missions involve combat in ur 


Hdlb CIL j- 
ronments, and nearly all require your teams to enter buildings. 
In this section, yau ll learn how to enter buildings using 
breaching devices and explosives. Your mother may have taught 
vou to knock, bur antiterrorist tactics require you to open the 
doors for vourself. 

When vou confront a closed door, you must choose how 
vou want to open it. lo open a door normally, walk over to u 
and press keypad (0). Normally it takes a few seconds to open. 
[F it takes a lor longer, its locked. If silence is key to a mission, 
let your character pick the lock. You do this the same way you 
open the door; it just takes a lot longer. A lockpick kit, either 
vour characters or another team members, will shorten the 
time it takes to pick a lock. 

When stealth isn't a factor, you have more choices. Blasting 
a door's lock with a shorgun will open it easily. Or try a door 
charge. This involves placing small amounts of 
explosives around a door, and then deronating them 
to blow ir in, removing the door from vour path and 
stunning the rooms occupants for a moment. To use 
a door charge, select it as your active item. Move to 
a door and click the mouse. It takes time to place 
the charge. Step back a bit and click che mouse 
again to detonare it. Quickly switch back to a gun 


betore running into the room. 


Fig. 1-7. A few shotgun blasts will 
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Door Breaching 

Select Door Breaching trom the Training menu to go to the 

Demolitions Range. Your character will be armed with a shor- 

gun and some breaching charges. Walk to the Breaching Room 
and stand next to the door 
on the right. Press keypad 
Map 1-3: Demolition Range (0). The door is locked, so 
hold down the key undl it 
opens. Ît would have taken 
flashbang less time if youd had a 
room | breaching lackpick kit. 

room Sidestep to the center 
door and aim the shotgun 
at the lock. Fire unul it 
blows open. You ve just 
performed a shotgun 
breach. Now position your 
grenade character in front of the 
last locked door. Press key- 
board (3] to select the 


breaching charge, and hold 
he 


down the left mouse but- 
ton to place it. Now back 
away from the door and click the mouse again. 
This deronates the charge, blasung the door out 
of vour way. The breaching charge also acts like 
a flashbang to those on the other side of the 
door. 

Place the other breaching charge on the door 
to the flashbang room. hen switch back to the 


shotgun or pistol. You neednt deronate the 


charge right away. When youre ready, make the 
Fig: 1-8: The breaching charge is charge your active item and click the mouse to 
ready to detonate. The explosion deronate it. You can practice more breaching, including using 
blasts the doar in and Luns the 


the loekpick, ar the Demolitions Range under Open Training. 
rooms occupants. 
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Grenades 

Grenades can help significantly when it comes to entering a 
FOOT OE building safely. Rainbow operatives have no pes dl 
their disposalflashbangs and fragmentation grenades. 
Flashbangs explode wich a loud noise and a bright flash of 
light. They're also called stun grenades, because this briefly 
stuns persons nearby. The effect lasts only a tew seconds, but 
this can be long enough for your team to enter a room and kill 
all the terrorists wichin. 

Fragmentation grenades are those the military uses in com- 
bat. When they explade, they send shards of shrapnel flying in 
all directions, killing those close by and wounding others tar- 
ther away. Take care when using fragmentation grenades; their 
blast radius may be greater than the distance your character can 
throw them. Make sure you have some cover to hide behind 


after vou thraw one. 


Grenade Practice 

This exercise takes place on the Demolition Range. 
First, walk to the flashbang room and open the 
door any way you choose. Press keyboard (3) to 
make flashbangs vour current item. Aim the reticle 
at the door and press the mouse button. Release it 
to throw. [he longer vou hold down the button, 
the farther vau ll throw the grenade. If voure too 
close to the flashbang when it goes off, the screen 
will go black briefly: you've stunned vourself. Back 


dw from the door Or sidestep after th rowing La 
avoid the blast. After a few tries, try running into Fig. 1-9, Throw the flashbang through 


the room after the grenade goes off without being stunned. the doorway. Don't stand too close, or 
vou ll end up stunning vourself. 
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Now walk to the grenade-throwing area, near 
the stacked tires. Many first-timme grenade-users 
stand right next to the tires. Often the grenade 
will hit the tires, fall next to your character, and 
kill him or her. Instead, back away trom the tires a 
bit. Throw a flashbang or two over the tires before 
trying a fragmentation grenade. Move the reticle 
up and down to adjust your throwing angle. 
Throw a fragmentation grenade through the door 
of the mock building. If youre really good, try 


Fig. 1-10. Throw the fragmentation grenades 
over the tires, or you'll kill your character. . 
Practice throwing grenades through the door- more practice USING grenades, go [0 the 

way as well as the windows. Demolitions Range under Open Íraining. 


throwing d grenade through each window. For 


Additional Practice 


You've practiced shooting at stationary targets as 
vou lean on a counter. Íts time to advance to the 
next level. This section includes one more training 
exercise to give you the experience youll need to 


progress to exercises where you face opposition. 


Fire and Movement 


Fig. 1-11. Hide behind the crates as you move up the The final training exercise involves both fire and 


street. movement. You must advance down a mock city 


street, taking out pop-up targets in the windows. 
Although you could move out into the open, 
practice using cover. 

In the middle of the street are several piles of 
crates. Run to the first and crouch. Shoot as many 
targets as you can from there. Slowly move out 
from behind the crates to take out the remainder. 
Run to the next stack and repeat. Continue 
toward the building at the end of the exercise area, 
where twelve targets will pop out all at once. 

Fig, 112) These are zak Eis taines IF der During this exercise, practice using single-shat, 
were real terrorists, you'd be in a lot of trouble if three-round burst, and full-automatic. 
yau didn't take them down quickly. 
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GHAPTER TWO 


[NE TEAM 
_ MEMBERS 


Rainbow Six puts you in command of a team of 
20 operatives from around the world. Each has 
unique strengths and weaknesses. It's up to you to 
assign them roles that maximize their skills. This 
chapter covers each Rainbow Six team member, 
providing background, personal information, 
ateribures, and suggestions for how best to use 
him or her during operational missions. 


| Attributes 


Attributes fall into vwo categories, profile and 
skill. The first five stats are considered profiles. 
These are inherent or learned attributes char 
demonstrate psychological make-up and physical 
endurance. Skills, on the other hand, are learned 
attributes that relate to using equipment, or to 


movement. 


* Aggression: A characters basic nature. Comes 
into play only when a character “snaps, or 
loses self-control. An aggressive character 
may use extreme force when he or she snaps, 
endangering hostages and teammates alike. In similar circumstances, a passive character mav 
freeze, or panic and run away. 

* Leadership: Teamwork and self-control attributes. A leader wich a low leadership rating reduces 
the values of those under his or her command. The higher the value, the better the bonus. 


Leadership applies whether the team leader is plaver or compute controlled. 


e Self-Control: Likelihood that a nonplayer character will snap during combat. Once a character 


snaps, his or her aggression level determines the outcome. 
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e Stamina: How many wounds it takes to incapacitate a character. This attribute also affects 
fatigue levels art che end of a mission. 

e Teamwork: How well a character works wich other team members. Characters wich low 
teamwork ratings tend to act alone; those with higher ratings will wait for teammates before 
entering a building or room and support others with cover fire. 


* Demolitions: How long it takes a character to place a dema charge or disarm a bomb, and 
how many shots it takes to breach a locked door wich a shotgun. High demoliton value 


means quicker time and fewer shotgun blasts. 


e Electronics: Time it takes a character to place bugs, pick locks, bypass security systems, and 


splice viddeo. 


e Firearms: Characters base accuracy with all weapons, and how actions such as movement 
and firing affect it. 


e Grenades: Character s fragmentation grenade and flashbang accuracy and throwing time. 


e Stealth: How much noise a character makes as he or she moves. The higher the value, the 
quieter the character. Those wich low stealth values can be heard even walking slowly an 


normally quiet surfaces. 


LJ Li 
Specialties 
Each character has a specialty—an area of expertise reflecting additional training and expert 
ence—and shows values for related attributes. 
e Assault: Characters with the assault specialty have good firearms values. Use them for tak- 
ing out terrorists and other combat actions. 


e Demolitions: Characters with this specialty are great for breaching doors and creating 
access for teammates. Use them for defusing bombs and other explosives, as well. They have 
high demolitions and grenade values. 


e Electronics: Electronics specialists are trained to plant bugs, deactivate security systems, 
and the like. Keep them out of firefighes whenever possible: only two characters have this 


specialty. 


* Recon: Use recon characters for surveillance and scouting. Their job is to locate the enemy 
without being derecred, so their stealth values are high. They usually have high tirearms val- 
ues, as well, bur keep them our of the fray when you can. 


e Command: Only Ding Chavez has this specialty, and he has the highest possible leadership 
value. He should lead not only his team, bur the entire mission. Members of his team have 


sigmficandy increased self-controal and teamwork values. 
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Arnavisca, Santiago 
Personal Information 
Identification Number: 
Nationality: Spanish 
Specialty: Assault 
Date of Birth: Ol January 1966 
Height: 186 cm 
Weight: 81 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


RCTOO31-A1044 


Background 

Born in Malaga, Spain. Although the family's holdings 
shrank considerably under Franco's rule, the Arnaviscas sull 
control large tracts of farmland around Cordoba and the 
Guadalquivir River valley. The second in a family of eight, 
his elder brother is a deputy in the Adalucian parliament. 
Attended University of Seville, 1983-88. Joined the Guardra 
Civil after graduation. Brigade commander 1994-96 in the 
Western European Union (WEU) administration of Mostar 
in Bosnia, where he was instrumental in rebuilding the loca 


police force. Guardia Civils counterterrorism unit. che 


Unidad Especial de Intervencion (UEI) recruited him in 1997 


as part of its focus on the growing threat of terrorism within 
the European Union by former citizens of Yugoslavia. 
Arnavisca ís an expert marksman, having participated in 
shootng competitions since childhood. In addition to his 
native Spanish, he speaks English, German, and Íralian flu- 


endy and Can make himself understood in Most other 


Aggression: 72 


leadership: 81 
belf-eantrol: 94 
Stamina: 83 
Teamwark: 92 
Demolitians: 24 
Electronics: 34 
Firearms: 100 
Grenades: 65 
Stealth: 82 


European languages. Despite his aristocratic bearing, he is more comfortable acung as lieu- 


tenant and advisor than team lead. Tenacious in combat. he remains c almly detached in the 


tensest situations. 


Notes 


Arnavisca Is a superb marksman and one of the two best operatives with Firearms. You can 


use him as team leader in a pinch, but he serves far better in a supporting role. He sravs cool 


during the hottest firefights. Arnavisca is perfect to include in the team under plaver control. 
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Beckenbauer, Lars 


Personal Information 
Identification Mumber: RCTOO31-A1044 
Nationality: German 
Specialty: Demolitions 
Date of Birth: 21 August 1953 
Height: 176 cm 
Weight: 87 kg 
Hair: Blond 
Eyes: Brown 
Gender: Male 


BECKENBAUER 


Background 
Born on a farm near Chemnitz on the Czechoslovakian bor- 
der in then German Democratic Republic (East Germany). 
In T ri butes Drafted into the East Germany Army, 1970. Specialized Ln 
| EEL bomb disposal and demolitions. Assigned to East German 
Aggressien: dd Border Patrol, 1971-76. Arrested by the GDR Stare Security 
teadershi p: 18 Service (Stasi) in 19/6 under suspicion of involvement in 
Self-coatral: 11 high-profì le detections. Released for lack of evidence and dis- 
HN We charged fram the army in 1977. Movements and activities 
stamina: BI from 1977-84 unknown. The current German government 
Teamwork: 14 will neither confirm nor deny rumors thar he was a member 
Demalitians: 100 of che Libellen, an underground group responsible for bomb- 
leetronies: 91 ings of East German governmental offices in and around 
ï Berlin in the summer af 1981. Resurfaced in 1985 and grant- 
Firearms: 78 ed asylum by West Germany after a risky crossing of the 
brenades: 80 | Baltic Sea in a small sailboat. Opened Pyrorechno GmbH, a 
Stealth: 72 | security consulting firm, in 1989. Since then, he has acquired 
a reputation as Germany's leading expert on explosives and 
demolitions. Married, 1995. Two children. 

Beckenbauer has an encyclopedie knowledge of explosive 
devices. His vears of working with bombs make him extremely meticulous. He overlooks no 
detail and leaves nothing to chance. Because he focuses completely on the job at hand and 
considers personal interactions dangerous distractions, the rest of the team may perceive him 
as cold and distant. 


Notes 

Bechenbauer is Rainbow Six's demolitions expert, and is proficient in electronics, as well. His 
other attributes are normal or lower. He is no leader and prefers to work alone. Put him in a 
team that has a strong leader and which will engage in minimal combat. 
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Bogart, Daniel 
Personal Information 
| Identification Number: 
Nationality: American 
Specialty: Assault 
Date of Birth: 12 October 1954 
Height: 188 cm 
Weight: 82 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


RCTOO47-A1109 


Background 

Born in Keokuk, lowa, USA. Father is a local depury sheritt, 
mother a homemaker. wo brothers. Attended University ot 
lowa on a track and field scholarship, 1972-76. Graduated 
with honors with a degree in law entorcement. Parrolman 
wich Keokuk Police Department for three years. Hired in 
1980 by the Federal Bureau of Investigation. Member, FBI 
Hostage Rescue Team, 1987-97. Married, 1979. Wife and 
two teen-age children live in Maine, USA. 

Bogart makes an excellent team leader. He has exceptional 
tactical skills and situational awareness from his years wich 
HRT. Cool under fire, he is a crack shot, and won marks- 
manship awards during his tenure at the FBI. His low-key 
demeanor and laconic sense of humor make him well-liked 
among, RAINBOW team members. 


Notes 


Aggressian: 89 
leadership: 96 
Self-eantral: 93 
stamina: 97 
Teamwork: 9ô 
Demolitians: 20 
Eleetronies: 20 
Firearms: 98 
Grenades: 50 
Stealth: 73 


Bogart is a good choice for team leader. He is highly profictent wich firearms, as well. Use 


him for your main assault teams. 
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Burke, Andrew 


Personal Information 
Identification Number: RCTOO49-A2267 
Nationality: British 
Specialty: Assault 
Date af Birth: 12 January 1968 
Height: 176 cm 
Weight: 72 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


Background 


Born in Manchester, England. Whereabouts of father 


Len unknown. Mother is a secretary at a plastics processing plant 
Attributes in Leeds. Three siblings—two brothers and a sister. Joined 
Aggression: | Roval Marines, 1986. Two tours wich Briush Special Air 
leade rsh Db: ij 5 Service (SAS), 1989-91 and 1996-99, Received Military 


II Cc 


Brielen E | Cross, 1998. Has taken part in SAS actions in 22 countries 
Self-cantral: 75 


Stamina: 84 
Teamwork: 89 |__Burke is a seasoned vereran of numerous covert opera- 
Demalitians: 15 tons. Although not reckless, he has a strong can-do attitude 
Fleetranies: Ad and confidence in his abilities. As a leader, he is decisive and 
Firearms: 93 demanding. He has a quick sense of humor and often uses 


on four continents. Further service record details are sealed. 
Unmarried. 


í jakes to relax his team before a mission. He maintains con- 
Grenades: 6] emee a. 
PE tact with his immediate family, bur he considers the service to 
stealth: 78 


he his home. 


Notes 

Burke is a well-rounded operative. He has experience in mast areas, but excels in none. A 
poor choice for team leader, he serves well in a support role for assault or other teams need- 
ing his firearms skulls. 
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Chavez, Ding 
Personal Information 
Identification Number: 
Nationality: American 
Specialty: Command 
Date of Birth: 12 January 1968 
Height: 176 cm 
Weight: 72 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


RCTOOA7-X0566 


Background 

Born in Los Angeles, California, USA. Joined U.S, Army, 
1983. Served with the 7ch Infantry Division (Light), 1984- 
87. Achieved rank of staff sergeant before the American 


Central Intelligence Agency (CIA) recruited him in 1987 for 


narcotics interdiction operations in South America. 
Discharged, 1988; became a full-time CIA employee under 
John Clark the same vear. Service records for vears 1989-99 
are sealed. Earned B.S. degree in political science, George 
Mason University, 1995. M.A, international relations, from 
the same insutuuon, 1999, Married. 

Chavez is an excellent light infantry soldier with an excep- 
tional grasp of small-unit tactics and close-quarters battle. 
Although small in stature, he is powerfully built and agile, a 
formidable opponent with a wide range of weapons and in 
hand-to-hand combat. 


Notes 


Attributes 


Agaression: 95 
leadership: 100 
aelf-control: 92 
stamina: 81 
Teamwork: 94 
Demolitioas: 71 
Eleetronies: 67 
Firearms: 100 
Grenades: 74 
Stealth: 100 


Chavez is operational leader of Rainbow Six. Pur him in command of the team wich the most 
important objectives. He is expert at firearms and stealth, with good experience in several 
other areas. His high leadership value boosts other team members with lower self-control and 
teamwork attributes. Pur less-experienced operatives in his team. You will probably want to 
control Chavez, bur, because he will follow your orders better chan anyone else, vou should 


leave him under Al control. 
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DUBARRY 


Attributes 
Aggressian: 72 
Leadership: 81 
Self-contral: 76 
Stamina: 91 
Teamwork: 66 
Demolitians: 76 
Electronics: 100 
Firearms: 84 
Grenades: 81 
Stealth: 73 


DuBarry, Alain 


Personal Information 
Identification Number: RCTOOI3-A5436 
Nationality: French 
Specialty: Electronics 
Date of Birth: 27 September 1967 
Height: 174 cm 
Wetiaht: 66 ka 
Hair: Black 
Eyes: Brown 
Gender: Male 


Background 

Born in Chanully, France. Father is manuscript curator at a 
local museum, mother a journalist. Four sisters, two brothers. 
Second-oldest sister is a prominent professor of mathematics 
at the University of Paris. Attended #fcole Superieure 
d'Ingenteurs en Electrotechnique et Electronique (ESIEE) in 
Paris, 1984-89. Graduated with degrees in electronics engi- 
neering and computer science. Joined the Gendarmerie 
Nationale in 1990 as an officer in their computer crime divi- 
sion. Instrumental in chwarting a 1994 attempt by Algerian 
natonals to bring down the French Minitel computer net- 


work using a virus spread by telephone switching software. 


Groupe d Intervention Gendarmerie Nationale (GIGN), France's 


| elite counterterrorist unit, recruited him in 1996 as a specialist 


in telephony and electronic surveillance. Unmarried. 

DuBarry is expert in computers and computer nets, and 
in more conventional forms of surveillance. Alchaugh his role 
in CT actions is usually intelligence-gathering and communi- 
cations, as a vereran of GIGN's extensive combat training, he 
is fully qualified to participate in armed operations. 


Introverted, thoughetul, and an excellent tacticitan, he often makes connections other team 
members miss. Off dury, he is an avid amateur scuba diver and an officer in the Confederation 
Meondrate des Acttvites Subaquatiques (CMAS). 


Notes 


DuBarry is Rainbow Sixs electronics expert. He's proficient in the use of Firearms and 
grenades, as well. He'll do well in a team with a good leader. Keep him out of combat when 


vou can‚ because he is one of only vwo electronics specialists available to you. His death can 


seriously hamper future missions. 
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Filatov, Genedy 


\Personal Information 
Identification Number: 
Nationality: Russian 
Specialty: Assault 
Date of Birth: 12 February 1964 
Height: 183 cm 
Weight: 84 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


RCTO0O69-A1 772 


Background 

Born in Pskov, Pskovskaya Oblast in che former Soviet 
Union. No information on family. Served in army of former 
Soviet Union, 1981-85, including one tour in Afghanistan. 
Recruited by Alfa counterterrorist group, 1987. Operated in 


all major territories of the former Soviet Union and eastern 
Europe. Resigned from Alfa in 1991 in response to that orga- 


nization's ambiguous response to the failed Soviet coup. 
Director of operations for private security firm, 1991-96. 
Rerurned to Alfa during its 1997 restructuring under the 
Russian Federal Security Service. Married, no children. 

Filatov is a solid counterterrorism operative. His training 
and background are unorthodox by western standards, but he 
has a wealth of real-world experience from his vears in the 
security forces of the former Soviet Union and numerous 
contacts across eastern Europe and Asia. His steady nerves 
and methodical approach to threats make him particularly 
valuable in combat situations. Do nor let his world-wearvy 
manner mislead you; he is no pessimist, but, rather, a realist, 
and he prides himself on being the voice of reason and con- 
servatism in any debare. 


Notes 


AOLW'IIA 


Attributes 
Agaressian: 82 
leadership: 82 
Self-eantral: 87 
stamina: 83 
Teamwork: 88 
Demalitions: 62 
Eleetronies: 36 
Firearms: 91 
Grenades: Bà 
Stealth: 70 


Filatov is an average operative with good values in all attributes except electronics. Although 


he is not a leader, he does well in a support role. 
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ÚAttrinutes 
Aaogression: 100 
leadership: /ô 


belf-eantrol: 11 
Stamina: 96 
Teamwork: 93 
Demalitians: 42 
Fleetronies: 55 
Firearms: 89 


Krenades: 11 
Stealth: 74 


Notes 


Haider, Karl 


Personal Information 
Identification Number: RCTO0O0/-A3709 
Nationality: Austrian 
Specialty: Assault 
Date of Birth: 10 September 1975 
Height: 196 cm 
Weight: 117 kgq 
Hair: Brown 
Eyes: Brown 
Gender: Male 


Background 

Born in Graz, Austria. Father is a petroleum distributor, 
mother a homemaker. Two siblings, a brother and a sister, 
both sull in school. Joined the regular Austrian army in 1992, 
Transferred to Gendarmerieeinsatzkommando Cobra (GEK 
Cobra) in 1996. Trained with Germany's GSG-9 and Israels 
Sayeret Mat Kal. Parucipated in GEK Cobra raid on 
Deissenmayr GmbH headquarters in Vienna in 1998, single- 


| handedly saving the lives of seven hostages. Married, 1999. 


No children. 

[n combat situations, Karl is unstoppable. He is extremely 
aggressive and will not hesitate to use any methods necessary 
to complete his mission. He is fanatical about protecting 
hostages and innocent bystanders, to the point of jeopardiz- 
ing his own life. Off the job, he is soft-spoken and private, 
but has an iron determination. 


Haider is one tough soldier, but he needs a strong leader. He provides good support foar 


Chavezs team. 
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Hanley, 


Personal Information 
Identification Number: 
Nationality: Australian 
Specialty: Assault 
Date of Birth: 14 April 1965 
Height: 187 cm 
Weight: 85 kg 
Hair: Blond 
Eyes: Hazel 
Gender: Male 


RCTO005-A1299 


Background 

Born in Margaret River, Australia. Father is a winery tore- 
man; mother is a homemaker. Two siblings, a brother and a 
sister. Attended Australian Defense Forces Academy in 
Canberra, 1983-87. Upon graduation, the Special Air Service 
Regiment (SASR) recruited him into its newly formed Ist 
squadron; he remained with this unit when it was reorga- 
nized into the Australian Tactical Assault Group (TAG) 
shorty thereafter. He has served his enure career with TAG, 
except one tour with the Australian Intelligence Corps 
(Austin), 1993-96. Has led counterterrorist teams on three 
continents and cross-trained with both U.S. Delta Force and 
Briush Special Air Service. Unmarried. 

Hanley is a career CT officer. He is a vereran of 
dozens of assaults and approaches even the most dangerous 
missions with easygoing good humor. Off duty, he is an 
experienced backpacker and mountaineer who has taken part 
in amateur expeditions to many of the world's major peaks. 


Attributes 
Aggressian: 93 


leadership: 86 


Self-cantral: 84 
Stamina: 100 
Teamwork: 86 


Demalitians: 75 
Flectranies: 65 
Firearms: 91 
Grenades: 84 
Stealth: 85 


He is in superb physical condition and has demonstrated an ability to endure even the most 


extreme physical hardship. 


Notes 


Hanley is another good support operative with good values across the board. In a pinch, vou 


can use him even for demolitions work. 
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Lofgquist, Annika 


Personal Information 
Identification Number: RCTOO30-A3224 
Nationality: Swedish 
Specialty: Electronics 
Date of Birth: Ô? November 1966 
Height: 179 cm 
Weight: 68 kg 
Hair: Blond 
Eyes: Hazel 
Gender: Female 


LOFOQUIST 


Background 

Born in Guteborg, Sweden. Father was a retired admiral in 
the Swedish Navy, now deceased. Mother is professor of 
Romance languages at Guteborg University and is active in 
Miljupartiet de Gruna, the Swedish Green Party. Three broth- 


\ S 


Aagressian: 80 
leadership: 92 


aelf-eontral: 77 


Stamina: 82 
Teamwork: 88 
Demalitians: 61 


ers. The entire family sails avidly. Arrended Stockholm 
University, 1984-87; earned a B.S. in physics. After a stint as 
engineer with the Swedish semiconductor giant 
Microelektronik AB (1988-92), Lofquist joined the 
Stockholm police force as an expert on electronic surveil- 
lance. Ordningspolisens Nationella Insatsstyrka (ONI), the 
national rescue unit of the Stockholm police force, recruited 


her in 1994, From 1997 to 1999, she led ONT inrelligence 
and surveillance teams in more than a dozen counterterrorist 
actions, including the high-profile 1998 Red Cell occupation 
of the trading floor of the Stockholm futures exchange. 
Unmarried. 


Fleetronies: 91 
Firearms: 85 
Grenades: 69 
stealth: 69 


Lofquist is an electronics genius. Her name is on 14 
patents held by Microelektronik, her old emplover, and she 
continues to consult wich their engineers while serving as a 
member of the RAINBOW ream. Most of her innovations are in the area of electronic eaves- 
dropping. She is confident and courageous, but at times her lack of military training can lead 
her to overestimate her ability to handle a situation. Off dury, she keeps to herself, and lives 
alone on a sailboat in Salrsjobaden, outside Stockholm. 


Notes 
Lofquist is profictent in electronics and makes a good team leader. As wich DuBarry, keep her 
safe. However, in a firefighr, she is good with a gun. 
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Antonio 


Personal Information 
Identification Number: 
Nationality: Italian 
Specialty: Recon 
Date of Birth: 14 
Height: 179 cm 
Weight: 68 kg 
Hair: Black 
Eyes: Black 
Gender: Male 


Maldini, 


RCTO023-A2009 


October 1966 


Background 
Born in Milano, Iraly. Father manages a textile factory; moth- 
r is a homemaker. Five siblings. Attended Universtt: deelt 
Studt dî Ferrara, 1984-88. Degree in chemistry. Joined 
[Arma dei Caribinieri in 1989, On completion of training, 
he was assigned to the Comando Carabinteri Antidroga, the 
aribinieris antinarcotics agency. Transferred in 1995 to the 
Gruppo Intervento Speciale (GIS), Italy's elite counterterrorism 
team. Married since 1990. Three children. 

Maldini's specialty is stealth. Ar GIS, his ability to occupy 
positions undetected by the enemy earned him the nickname 
‘Invisible Man.” He is in excellent physical condition and is 
juick on his feet. His demeanor is calm and somewhat aloot. 
Although a solid team member, he is too introspective to be a 
truly effective commander. Off dury, he is an amateur 
marathoner and has competed in races throughout Europe. 


Extremely intelligent and well-spoken. 


Notes 


Aggression: 50 
leadership: 60 
self-cantral: 80 
Stamina: 95 
Teamwork: 80 


Demolitians: 65 
Flectranies: 6á 
Firearms: 90 
Grenades: 50 
Stealth: 100 


Maldini is extremely stealthy and can sneak up on enemies undetected. Use him for quiet 


strikes or to gain intelligence on enemy locations. He is no leader bur is useful in either a 


support role or alane. 
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McAllen, Roger 


Personal Information 
Identification Number: RCTOOI1-A1932 
Nationality: Canadian 
Specialty: Demolitions 
Date of Birth: 06 June 1964 
Height: 185 cm 
Weight: 95 kg 
Hair: Brown 
Eyes: Grey 
Gender: Male 


MCALLEN 


Background 
Born in Toronto, Ontario, Canada. Father is a senior officer 
with the Royal Bank of Canada. Mother deceased. He has one 
ET WE sister. who resides in Toronto. Joined Canadian Army as field 
Attribut Ës engineer, 1981. One tour, 1981-85. Received advanced rrain- 
| An OrESS ian: 70 ing in combat diving and explosive ordnance disposal. Upon 
leadershi p: 10 discharge, joined the Roval Canadian Mounted Police (RCMP) 
| er and, in 1988, became a member of the Special Emergency 
oelf-Gontrot: 1 Response Team (SERT), the RCMP's elite counterterrorism 


Stamina: 98 unit. When SERT was disbanded in 1993, he helped coordi- 
Teamwork: 90 nate the transition of counterterrorist responsibilities to the 
Ll at 


hele i Canadian Armed Forces newly formed Joint Task Force Two 
Demolitians: 91 (TTF-2). McAllen reenlisted in 1994 and became a full mem- 
Electranies: 11 ber of JTF-2 the same year. He has participated in counterter- 
Firearms: 96 rorist actions on three continents, including J TF-2 extended 
Grenades: 100 operations against war Cri minals in Bosnia, 1996-97. Married, 

: 1984: divorced, 1992. One child, a daughter, born 1986, lives 
stealth: 70 with her mother in London, Ontario, Canada. 

MecAllen specializes in several areas. He is an excellent shot 
and 5 aggressive in com bat SItuatons, à nd so makes a good 

assault team member, bur he also has extensive experience with bomb disposal and demolitions. 
He is an amateur power-lifter and his strength and stamina make him a formidable opponent. 
Team leads should be warned that he performs berter as a subordinate than in a command posi- 
ton. He has a heart, good-natured manner and spends his otf-dury time socializing with a 
wide circle of friends, most military or ex-military men. 


Notes 
MecAllen is protictent in demolittons and firearms and expert wich grenades. Although he is not 
a leader, he is helpful as support when breaching doors and tor additional firepower. 
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Morris, Gerald 


Personal Information 
Identification Number: 
Nationality: American 
Specialty: Demolitions 
Date of Birth: 2d December 1965 
Height: 186 cm 
Weiaht: 96 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


RCTO0O47-A0781 


Background 

Born in Birmingham, Alabama, USA. | 
ture salesman; mother is a homemaker. Two vounger sisters, 
boch sull living in Birmingham. High school valedictortan; 
National Merit Scholar, 1982. Attended Rice University in 
Houston, lexas, 1983-87; earned a B.S. in material science 
and a B.A. in Russian literature. Jomed the American Bureau 
of Alcohol, Tobacco, and Firearms (BATE) in 1988 as an agent 


Father Is dl retired furmi- 


in their explosives division. Earned an M.S. degree in inorganic 


chemistry from the Un iversitv of New Orleans during leave of 
absence from BATE 1992-94, His thesis, “Applications of 
Micro-stress Analysis in Accelerant ldenutication, is cansid- 
ered a landmark in the forensic analysis ot bomb debris. Upon 
his return in 1995 to active dury in the BATE, he was assigned 
to their International Response Team (IRT). Since 1998, 
Morris has been on extended assignment in South Korea with 
the Korean counterterrorism task force, the National Police 
868 Unit, training them in bomb detection, bomb disposal, 
and postbombing investigation techniques. His wife and two 
daughters currently live in Seoul, South Korea. 


Attributes 


Aagressian: 40 
leadership: 72 
Self-cantrol: 80 


Stamina: 79 
Teamwork: 89 
Demolitians: 99 
Flectronies: 54 
Firearms: 80 
Grenades: 87 
Stealth: 11 


Morris is a team player who likes his operations run strictly by the book. His primary spe- 
cialty is forensics, but he is also expert at setting and disarming of all types of explosive devices. 
Although he is experienced in conducting counterterrorist assaults from his years working wich 
the 868 Unit, he prefers to take an indirect approach in hostage situations. Morris likes to 
spend his off-duty hours with his family. In his spare time he collects antique blues recordings 


and memorabilia. 


Notes 


Morris is very good with demolitions and grenades. Use him for support, much as vau would 


MecAllen. 
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Noronha, Alejandro 
Personal Information 
Identification Number: RCTO009-A1538 
Nationality: Brazilian 
Specialty: Assault 
Date of Birth: 08 June 1959 
Height: 175 cm 
Weight: 70 kg 
Hair: Brown 
Eyes: Brown 
Gender: Male 


\ Background 
4 Born in Belo Horizonte, Brazil. His late father ran an import 
b business. His mother is a homemaker. One older brother, two 


Attrinutes younger sisters. Attended college at the Brazilian milicary acad- 
n : emy, Colegto Militar do Rio de Janetro (CMRJ), 1977-81. 
| Agar essian: 41 Served two terms of duty with the regular Brazilian army 
Leadershi jk ai before recruitment into the Counter lerrorist Derachment 


Self-contre | 4 (CTD) of che Ist Special Forces Bartal ion in 1987. Since 1995 
à à | he has commanded one of CTD's three squadrons. He has 
Stamina: 82 cross-trained with the U.S. Delta Force, Chile's Unidad Anti- 
Teamwork: 81 Terroristes (UAT), Agentinas Brigada Especial Operativa Halcon, 
and Ü ‘olumbias Agrupacion De Fuerzas Espectales Urbanas 
(AFEU). In 1997, he was one of a group of senior Brazilian 


Demalitions: al 
EI 6 etro nIGs: d À CTD operators who assisted the Peruvian armed forces in end- 
Firearms: 34 ing the occupation of the Japanese embassy by the Tupac 

8 renades: 15 Amaru Revolutionary Movement (MRTA). Married, 1985. His 


wife and two daughrters live in Rio de Janeiro. 

Noronha has spent most of his military career as a CL oper- 
ator. He is well-known in the CT community, particularly in 
North and South America and has a reputation as a stern 
taskmaster. Although he has conducted actions in a variety of terrain and circumstances, he is 
particularly proficient in jungle operations and lang-range intelligence-gathering. In combat sir 
uacions, he is extremely aggressive and expects the same from any team that serves under him. 
He has no sense of humor and considers it unprofessional in others. His only passion (aside 
from work and family) is classical music and opera. 


Notes 
Noronha makes a good team leader. Although he is an assault specialist, you can assign his 


stealth: 7d 


teams to other objectives, such as electronics or demolitions actions. He provides good lead- 
ership and protection to other types of specialists. 
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Rakuzanka, Kazimiera 


Personal Information 
Identification Number: 
Nationality: Polish 
Specialty: Assault 
Date of Birth: 29 February 1964 
Height: 165 cm 
Weight: 61 kg 
Hair: Blond 
Eyes: Brown 
Gender: Female 


RCTOOZ7-AZ057 


Background 

Born Kazimiera Koziol in Gdansk, Poland. Her father and 
brothers worked in the shipyards and she was active from an 
early age in the movement later known as Solidarnosc. In 1981, 
she was beaten seriously enough by police to 
require hospitalization; in 1982 she was arrested during a street 
demonstration and spent the following vear in jail. Upon her 


when she was 17, 


release in 1983, she resumed acuviey in the Solidarity under- 
ground while working odd jobs in and around Gdansk. 
Married in 1986 ro fellow acuvist Andrzej Rakuzanka. Wich 
the shifting of political winds in 1989 and the founding of the 
Republic of Poland, she was able once again to make public her 
affiliation with Solidariey. In 1990, she joined the reconstructed 
Gdansk police force and quickly moved into undercover work 
to battle che growing organized crime problem in the newly lib- 
erated country. In 1993, the Grupa Reagowania Operacyjno 
Mobilnego (GROM), Poland's newly formed counterterrorist 
unit. Initially involved purely in intelligence- gathering activities, 
in 1994, when her unit took part in Operation Restore 
Democracy, the American-led invasion of Haiti, she was pro- 


Aagressian: Bô 
leadership: 85 
Self-eantral: 60 
Stamina: 96 
Teamwark: 94 
Demalitians: 50 
Fleetranies: 52 
Firearms: 96 
Grenades: 70 
Stealth: 80 


moted to full-Hledged CT operator. She led her first assault team 
in 1998 and has since cross-trained with the U.S. Delta Force, Norways Beredskapstroppen, and 
Finland's Osasto Karhu. Her husband and vwo daughte rs reside in Gdansk. 

Rakuzanka is a survivor. Despite her unassuming appearance, she has an iron constiruton and can 
endure extreme hardship. She is a strong team player and an excellent short. She can be sarcastic but 
reserves her sharpest barbs for the rich and powerful. Friends and family call her “Kazi,” 
“Kamikazi” (but never to her face). 


colleagues 


Notes 


Rakuzanka 15 a good assault specialist in a support role. She 1s best at firearms. average In other areas. 
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Oattrinutes 


Aggressian: 75 


leadership: 79 


Self-cantral: 90 
Stamina: 91 
Teamwork: 100 


Demolitions: 30 
Flectronies: 23 
Firearms: 91 
Grenades: 85 
Stealth: 96 


Raymond, Renee 


Personal Information 
Identification Number: RCTOO47-A1342 
Nationality: American 
Specialty: Assault 
Date of Birth: 30 March 1968 
Height: 172 cm 
Weight: 64 kg 
Hair: Brown 
Eyes: Brown 
Gender: Female 


Background 


Born in Kansas City, Missouri, USA. Father is a retired U.S. 
Army colonel; mother is a homemaker. Two older brothers. 
Attended U niversity of Oklahoma, 1986-89, under Reserve 
Otfticers [raining Corps (ROTC) program, majoring In polit- 
cal science. Entered regular U.S. Army upon graduation. 


| Served in Kuwait, 1991. Recruited into U.S. Special 
| Operations Psychological Operations (PSYOPS), 1992. 


Fe 


Served in Bosnia, 1996-97. In 1998, participated in U.S. 
Army trial introduction of women into special operations 
ground combat forces. lrained with Ist Special Forces 
Operational Derachment-Delta (lst SFOD-D, “Delta 
Force”). Married, 1993. Husband is a lieutenant in U.S. 
Army, stationed in Frankfurt, Germany. One child, a daugh- 
ter, born 1995. 

Raymond is self-reliant and resourceful. An excellent com- 
bar soldier, she is also well-versed in psychological warfare 


and understands how both soldiers and civilians react under 


the stress of combat. Although she 15 an experienced officer, she is too much of a loner to be 


at her best as team lead. Use her to maximum advantage in a support role. She talks liecle and 


weighs her words carefully when she does speak. 


Notes 


Raymond is not only excellent in combat, with great firearms and grenades attributes, but her 


great ability to move about quietly renders her useful for reconnaissance. Keep her in the sup- 


port role: other team members are better leaders. 
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Sweeney, Kevin 


Personal Information 
Identification Number : 
Nationality: British 
Specialty: Recon 
Date of Birth: 30 March 1968 
Height: 177 cm 
Weight: 83 kg 
Hair: Black 
Eyes: Brown 
Gender: Male 


RCTOO49-A3964 


Background 

Born in Birmingham, England. Father was a waiter, mother a 
cleaning woman. Two brothers, one vounger, one older. 
Joined Birmingham Police Force as patrol officer, 1987, 
Promoted to detecuve, 1991. spent the next five vears work- 
ing a variety of undercover operations in the Special Branch. 
In the fall of 1996, in collaboration with the British Security 
(MIS), coordinated a series of raids that broke che 
back of the “Field of Gold” terrorist underground in the 
British Isles. MIS recruited him as an agent in 1997, and he 
left his position with the Birmingham force. Assigned to their 
counterterrorism branch (T Branch), and working out of 
London, Sweeney has planned and executed over two dozen 
covert actions in Great Britain and British territories. 
Unmarried. 

Despite his youchful appearance, Sweeney is a master of 
covert operations. His knack for blending, into the back- 
ground served him well during his years working undercover 
on the streets of Birmingham. He is an excellent burglar and, 
despite his large build, can move quickly and quietly when he 


Service 


Aaaression: 45 
leadership: 65 
Self-Gontral: 35 
atamina: 85 
Teamwork: 30 
Demolitions: 40 
Fleetronies: 96 
Firearms: 90 
Grenades: 50 
Stealth: 99 


must. He is a good actor and maintains his composure in even the most stresstul situations. 
Professionally, he is soft-spoken and earnest. He prefers consensus to confrontation. 


Notes 


Sweeney is not only srtealthy and good with firearms, he also has a knack for electronics. He 


makes a good choice for sneaking into an area and disabling security systems and such. 


is not operating alone, use him in the support role. 
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Walther, Jorg 
Personal Information 
Identification Number: RCTOO17-A1615 
Nationality: German 
Specialty: Assault 
Date of Birth: 17 May 1974 
Height: 190 cm 
Weight: 105 ka 
Hair: Brown 
Eyes: Blue 
Gender: Male 


WALTHER 


| Background 


| Born in Saarbrucken, Germany. Father is a safery engineer 


| with Lufthansa German Airlines; mother is a homemaker. 
Attrihutes | Three younger siblings-two sisters and a brother. Amateur 
| ggressian: 15 a ed B in jn jun ee En 

h Ú | onships, 1990, Entered the Gserman Federal Border Folice 
leadership: 97 | 


Force (Bundesgrenzschutz) in 1994, ar che top of his cadet 
class. Srationed at Saarbrucken, 1994-98, Recruited into 


self-control: 90 
stamina: 96 | 
Teamwork: 98 (GSG-9) in 1998. Completed GSG-9 training in record 

| emt litiaas: 11 time, again at the top of his class. Temporarily attached to 
Fleetraonies: 89 GSG-9/1, the groups primary CT strike unit, before reas- 
Firearms: 98 signment to RAINBOW. Married, 1996. No children. 
Grenades: 03 Walther E the youngest member of the current KAIN- 
etealth: q 1 BOW team. His extraordinary drive and determination com- 


Germanvs elite counterterrorist force, -Grenzschutzeruppe Ü. 


pensate for his inexperience in the field. He learns quickly 


and makes an exceptional team member who follows every 
order without hesitation or question. Although trained pri- 
marily in assault, he is well-versed in wiretapping and electronic surveillance. 
Bundesgrenzschutz command clearly is grooming him for advancement; his assignment to 
RAINBOW reflects the German governments long-term commitment to international CT 
collaboration. 


Notes 


Walther makes a great team leader. Not only is he good with firearms, bur he 1s useful for 
electronics work. d5 well. 
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Woo, Tracy 


Personal Information 
Identification Number: 
Nationality: American 
Specialty: Recon 
Date of Birth: 14 July 1971 
Height: 155 cm 
Weight: 44 kg 
Hair: Black 
Eyes: Brown 
Gender: Female 


RCTOO47-AZ715 


Background 


Born in Los Angeles, California, USA. Father is a doctor, 
mother a lawyer. No siblings. Amateur gymnast, competing 
in West Coast regional championships 1987-88. Attended 
UCLA University 1989-92,; graduared wich a B.A. in psy- 
chalogy. Joined Los Angeles Police Department in 1992; 
transferred to Metro Division Special Weapons and Tactics 
(SWAT) team in 1994, specializing in surveillance and nego- 
tation. Commended for bravery for her role in ending the 
New Millennium occupation of Los Angeles City Hall in 
1999, Unmarried. 

Woo is expert in reconnaissance and surveillance. She 
moves quickly and quietly through terrorist-controlled areas 
and is skilled in the installation and removal of a variety of 
electronic intelligence-gathering devices. She handles com- 
mand well but has an independent nature and has been 
known to argue with superiors. Her combar skills are average. 


Outspoken and self-reliant. 


Notes 


Aggressian: al 
leadership: 1à 
Self-eontral: 85 
Stamina: 96 
Teamwork: 96 
Demolitions: 40 
Fleetranies: 85 
Firearms: 80 
krenades: 50 
Stealth: 98 


Waao is a good support operative in recon missions. Although she is verv srtealthv, her combat 


and other skills are below average, (except for electronics, in which she is fairly profictent). 
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YACOBY 


Attributes 
Aggressian: 8á 
leadership: Bá 
Self-control: 70 
Stamina: 95 
Teamwork: 7ö 
Demalitioas: 30 
Flectranies: 86 
Firearms: 81 
Grenades: 60 
Stealth: 97 


Notes 


Yacoby, Ayana 


Personal Information 
Identification Number: 
Nationality: Israeli 
Specialty: Recon 
Date of Birth: 03 March 1973 
Height: 163 cm 
Weight: 57 kg 
Hair: Brown 
Eyes: Brown 
Gender: Female 


RCT0022-A4R4Z 


Background 


Born in Tel Aviv, Israel. Father is a greengrocer; mother died 
when she was three. One younger brother, professional soccer 
player, Beitar Jerusalem. Joined regular Israeli army, 1992. 
Transterred to Sayeret Matkat in 1995, where she served in 
the general staff reconnaissance unit. Mossad recruited her in 
1997, Specializes in infiltration and intelligence gathering. In 
addition to her native Hebrew, speaks fluent English and 
Arabic. Unmarried. 


Yacoby is master of the silent kill. Her training enables her 


| to move stealchily into hosule territory and neutralize any 


threats. She is extremely intelligent wich lietle tolerance for 
fools. The quintessential professional, she has complained 
about the “cowboy mentality” of some other team members. 
Ruthless in combat, in nonmilitary situations she may err on 
the side of excessive force. 


As with most recon specialists, Yacoby is no leader. However, she is expert when it comes to 


firearms and stealth. Her lower self-control value means you should use her in support of 


| ad leaders. 


Ü 
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The Rainbow team must use a number of items 


| 


to complete its missions, Firearms first come to 
_ 1 mind, but making an antiterrorist operative's job 
E (and rescued hostages) safer requires other equip- 
ment. The diverse circumstances confronting 
team members involve using a variety of uni- 
forms, as well. The following sections detail the 
many tools Rainbow uses to complete its 
missions. 


FIREARMS 


The firearms in the Rainbow arsenal are selected 
based on accuracy, firepower, and reliability. Each 
team member carries a primary weapon-—a sub- 
machine gun, assault rifle, or shotgun—and a pis- 
tol. The needs of che mission determine which 
weapon is assigned. Sometimes stealth and silence 
are viral; other circumstances demand firepower 
at long range. Give your team members the best 


weapons for the tasks they must accomplish. 


GEMAPTER TEREE 


TOOLS DF 


INE TRADE 


Heckler & Koch MP5A2 


The preferred submachine gun of counterter- 
rorist operatives around the world, Heckler & 
Kach's MP5 is renowned for its reliability and 
accuracy, even when firing on full-automatic. 
RAINBOW uses the 9mm MP5A2 fitted wich 
single, triple, and full-auro trigger group. 
Notes 

This is the standard RAINBOW firearm, and it's one ot the most accurate firearms available to your 


operatives. Unless you need long-range tire or stealth, this is the weapon to use. 


Heckler & Koch MPS5SD5 
Terrorists throughout the world fear Heckler & 
Kach's MPSSDS. Its integral silencer is so eftec- 
tive thar che bullet is quieter than the click of the 
bolt. RAINBOW uses che 9mm MPSSDS 


whenever both accuracy and stealth are essential. 


Notes 


The MPSSDS is essentially an MP5 wich a silencer built on. Use this weapon when you must take 


out enemy units while maintaining stealth and secrecy. It's the only primary weapon with a silencer. 


Assign it to your recon teams. 


Heckler & Koch MPS5K-PDW 
Heckler & Kochs 9mm MPSK-PDW is a com- 
pact version of the classic MPS. Its folding 
stack and light weight make it ideal for times 
when a full rifle or submachine gun is unman- 


ageable and a handgun is a poor compromise. 


It comes equipped with the single and full-auto trigger group. 


Notes 
The PDW is RAINBOW's close-quarters submachine gun. Although not as accurate at the MP5A2, 


IES good for Cl lean Ing FOOITIS W ich full-automatic bursts. 


Pan 
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CAR-15 
Ä compact version of the M-16. the CAR-15 is 
commonly used when the hirepow er of an assault 


rifle is needed, bur the w eight and size Is not. 


Commonly used by U.S. and Israeli special 


forces, it comes standard with a single, three round, and full-aurto trigger group. 


Notes 
[ssue the CAR-15 to firepower support teams. Its best used outside, but its compact size allows u 


to be used effectively inside buildings, as well. This weapon also has armor-piercing capabilities. 


Colt M-16A2 
When extra range or firepower is called for, 
RAINBOW turns to Colts M-16A2. Tried and 


true, its 5.56 caliber easily pierces Level IL body 


armor and it has the longest range of any stan- 
dard RAINBOW weapon. The M-16A2 comes standard wich a low-power holo-sight and single, 


three-round, and full-auro trigger group. 


Notes 

Fhe M-16A2 is RAINBOW's heavy firepower. [es the standard infantry weapon of the U.S. military, 
bur its quite large by RAINBOW standards. This weapon is best for support-fire teams and is best 
used outside, where range is a factor. It's difficult to use in room-to-room combat because of its size, 


[his weapon also has armor-piercing capabilities. 


Benelli MI 

Whether used for door breaching or highly lechal 
close-quarters combat, a good tactical shotgun is 
an essential part of all antiterrorist teams. RAIN- 
BOW uses the Benelli MI tactical 12-gauge 


largely because its superb recoil characteristics enable a skilled operator to fire five rounds accurately 


Ln under dl second. 


Notes 


The shotgun is best suited to breaching doors. It's useful against terrorists, as well, but if they have 


any body armor art all, a single blast rarely will take chem down. Breaching teams should include at 


least one shotgun-armed member. Dont assign it to a team leader because he or she usually will be 


the first chrough a door and will need a high rate of fire wich deadlier ammunition. 


dn, 
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Tom Claney’s 


Heckler & Koch MK23 
The extreme ruggedness, reliability, and match-grade accuracy of 
Heckler & Koch's „45 caliber Mark 23 ACP make ir che handgun of 


chaice for U.S. Special Forces. 


Notes 
Your team members will use their pistols rarely, usually if a primary weapon jams or runs out of 
ammo. Pistols are inaccurate at medium or long range. If you must use one, fire several times at 
your target: they allow only for single shots and it may take more than one to drop a terrorist, espe- 
cially one in body armor. 

The Mark 23 is one of the best pistols available to RAINBOW operatives. The weapon is accu- 


rate and the .45 round has the necessary stopping power. 


Heckler & Koch M23-SD 

The specially designed sound and flash suppressor on this HKMK23 
virtually eliminates muzzle flash and provides more than 35dB of 
sound reduction. It's an essential part of any RAINBOW mission that 


demands both firepower and discretion. 


Notes 
The Mark 23-SD is nearly as accurate as the standard MK 23, and its silencer allows your team to 


kill wichout alerting others to your presence. 


Heckler & Koch USP 
Heckler & Koch's .40 ca 


ance of size and firepower. 


iber USP is favored by those desiring a bal- 


Notes 
This pistol is similar to the MK23, bur it fires small-caliber ammunition, and so is a little ligheer. 
It's usually a berter idea to rake an MK 23 because of its greater punch. 
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Heckler & Koch USP-SD 
he Knight Armament silencer provides excellent sound Ups 


sian to the HK 40 USP 


Notes 


Again, if you need a silenced pistol, the MK23-SD is a berrer choice. 


Beretta 92FS 

The Beretta Model 92FS is RAINBOW s mm pistol of choice. Its 
| 

primary advantage is low recoil and a large magazine compared to 


the bulkier „45. 


Notes 
The Beretta fires a smaller caliber round than the Mark 23, so its magazine can hold more 
ammuniton. If youre going to use a pistol a lot during a mission, then, this is a good choice. 


This is the standard sidearm of the U.S. military. 


Beretta 92FS 9mm-SD 
he specially designed sound and flash suppressor on this Beretta 
Model 92FS minimizes weight and length to maintain accuracy 


while boasting an impressive 32dB of sound reduction. It's the 


tavored pistol among RAINBOW s recon specialists. 


Notes 
This is a great pistol for recon teams or any team that needs a silenced sidearm to supplement a 
nonsilenced submachine gun or assault rifle. Some missions may demand stealth at first and 


tremendous tirepower later on. Use this pistol for the early kalls. 
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Flashbang 


Flashbangs, wich their bright flash and loud report, commonly are 
tossed into rooms prior to entry to “prepare” them. The seconds 
gained while potential hosules recover from the stun effects can 


mean the difference between life and death to a tactical team. 


These also are known as distraction devices or stun grenades. 


Notes 

At least one member of each team should carry flashbangs. In fact, it's preferable for all to carry 
some, because clearing a large building may require a number of these devices. As a rule, use a 
flashbang if there's a chance an enemy occupies any room you're about to enter. The amount of 


stun time is determined by the attention state of the terrorist(s). 


Fragmentation Grenade 
The M61 fragmentation grenade is the standard-issue offensive 
grenade infantry uses throughout the 

world. Although its blast radius 1s small, 


AI overhand throw 15 sql MECESSArV Lo 


safely clear the blast radius in the open. 


Notes 


These can clear a small room with a single blast. Take care when vou use 
them during hostage rescues, unless youre certain the targeted room 


contains no hostages. 
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Breaching Charge 

Breaching charges are used to remove doors explosively tor 
rapid en, You need nat USE d flashbang LE conjunction with 
a breaching charge because they stun, wound, or even kull any 


nearby CH upants. 


Notes 

[hese are great for entering a room quickly. Use them when breaching a door to a room con- 
taining, both hostages and terrorists. Often terrorists will move to kill hostages as soon as a door 
is opened. The breaching charge will stun them, giving vour team valuable seconds ta enter and 


take dawn the hosules. 


Heartbeat Sensor 
The heartbeat sensor can detect a human heartbeat even 


through thick layers of concrete. 


Notes 


[he heartbeat sensor is very valuable. [f the character you 
control carries one, select it as his or her active item. Then, when you hold down the mouse 
button, the sensor will scan at a longer range down a narrow arc, instead of the standard short 
range in all directions. Terrorists show up on the mintmap as red dots and hostages as white 
dots. Use this sensor to see if a room is occupied before you enter it and help determine the 


type of force or restraint to use. 


Demolitions Kit 

This kit speeds both the placing and disarming ot explosives. Ie 
contains basic electrical diagnostic equipment and mechanical 
tools essential to performing the job. Extra primer, dercord, 


and a variety of adhesives complete the kit. 


Notes 


Take this along only if explosives will be placed or disarmed. Assign it to a demolitions specialist. 
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Electronics Kit 


This kit speeds up bug placement, security camera rewiring, and 
related electrical tasks. It includes a precise multimeter, miniature 
power supplies, breadboard, and digital analyzer. A full comple- 
ment of jumpers, clips, and miscellaneous electrical parts round 
out the kit. 


Notes 


This is vital for getting through security systems. Assign It to electronics specialists. 


Lockpick Kit 

This kit speeds the picking of locks. Its primary component is a 
highly sophisticated auto-pick that can open most mechanical 
lacks in a few seconds. For electrical keycard or swipe locks, the kie 


includes a classified system with presets for all major keycard varia- 


ons. 


Notes 


Your team will need lockpick kits to get chrough some doors, especially without making a lot of 


noise, as with a shotgun breach or breaching charge. 


UNIFORMS 

RAINBOW operatives have access to a number of different uniform patterns, each designed for a 
certain environment (for example, urban, desert, woods). The patterns help make the team as 
Inconspicuous 15 possible 50 they can take down the Enemy betore they re SOC. 

Each pattern is available in three weights. Light uniforms are basically for recon or other teams 
uninvolved in firefights. They're quieter and allow the wearer to move about stealthily. Heavy uni- 
forms (a.k.a. “breaching” uniforms) incorporate the most body armor. However, they re bulky and 
make some noise, limiting wearer mobility and stealth. Breaching and demolitions teams should 
wear these. The medium weight uniform is the standard. It's appropriate for assault and other teams 
that need a balance between protection and ease of movement. As the commander, you must outfit 


our [CAT Er Cra ADDO +14 KIV or Ln asKS err Ki ET orm. 
vour team members appropriately for the tasks they must pertf 
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Black/Light 

[his black lightweight uni- 
form 15 perfect for nighttime 
MIsstOnNs and FECOT „pet ralists. 
lt consists of a lightweight 

| T el [a tactical VESL C apable 
of stopping low-powered pis- 
tol rounds. Standard softr-soled 
rubber boats, INOmex balac la- 
va, and Nomex/ Kevlar gloves 


round out the ouctit. 


Black/Medium 


Fhis black uniform is made of 


a Level [Il waist-length tactical 
vest and a Kevlar helmer, soft- 
soled rubber boots, Nomex 
balaclava, and Nomex/ Kevlar 
gloves. Its RAINBOW 5 stan- 
dard nighteime assault gear. 
[he vest can stop most pistol 
fire and some submachine-gun 


EITE. 


Black/Heavy 

This bulky black uniform 
consists of Level [II bad 
armor extending to the groin 
and can stop all but the MLOSL 
high-powered rifle rounds. Its 
preferred by demolitions 
experts, as the Kevlar helmers 
faceplate offers excellent pro- 
tection from flying debris. 
This version 15 especialls SUIL- 


ed for nighttime operations. 
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Camouflage/Light 
This uniform is well-suited to 
jungle operations requiring 
great stealth. This jungle camo 
uniform consists ot a light- 
weight Level [la tactical vest 
(which will stop some low 
powered pistol fire); light- 
weight, form-fitting jungle 
boots; Nomex balaclava, and 


Nomex/ Kevlar gl WES. 
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Camouflage /Medium 
The Level Il waist-length rac- 
tical vest that comes with this 
uniform can stop pistol 
rounds up to .40 caliber, as 
well as 9mm small-arms fire. 
This is RAINBOWS s standard 
jungle gear, and also includes 
jungle boots, Nomex balacla- 
Vals and Nomex/ Kevlar gloves. 
[t's most useful for Central 
and South American and 


African operations. 


Camouflage/Heavy 
[his bulky jungle camo uni- 
form incorporates Level III 
body armor, camo boots, and 
Nomex/ Kevlar gloves. Its 
slightly hotter and heavier 
than the other jungle camo 
unitorms, bur aftords more 
protection and can stop MOSst 
small-arms tire, except that 


from higher powered rifles. 
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Desert /Light 

This unitorm is appropriate 
fa deser Î operauons where 
stealth is che primary tactor. 
[his uniform consists of a 
lightweight Level [la tactical 
vest, heheweight desert boots, 
Nomex balaclava, and 
INOMeEx Kevlar gloves. | he 
vest will stop some pistol 


rounds. 
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Desert /Medium 

[hus is the RAINBOW oper- 
atives basic desert unitorm. 
lt includes a Level [Ì waist- 
length tactical vest (which 
will stop most 9mm and 
smaller caliber weapons fire), 
as well as desert hoots, 
Nomex balaclava, and 


Nomex/ Kev 


ar gloves. 


Desert /Heavy 

This heavy desert camo uni- 
form comprises Level [II 
bady AMO, desert hoots. 
and Nomex/ Kevlar gloves. 

[rt aftords far more protection 
chan the other desert camo 


unitorms and can stop most 


small-arms fire, except chat 


from hieher powered rifles. 
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Street/Light 
his urban camo uniform 
consists of a lightweight 
Level [la tactical vest, soft 


soled rubber hoats, Nomex 


balaclava, and Nomex/ Kevlar 


gloves. Irs used mainly by 
recon specialists. Although i 
offers greater stealth, it pro- 
EeCts against only low- pow- 


ered pistol fire. 
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Street /Medium 
Consisting primarily of a 
Level [Ì waist-lengch tactical 
vest and a Kevlar helmert 
capable of stopping hieh- 
power pistol rounds, this is 
RAINBOWSs alternative 
urban assault gear. Soft-soled 
rubber boots, Nomex bala 
clava, and Nomex/Kevlar 


gloves round It OLt. 


PRIMA'S DEFICIAL 


street /Heavy 

[his heavy street camo uni- 
farm meorporates Level [11 
body armor extending to the 
groin. Its preferred by demo- 
hitions experts, as the face- 
plate on its Kevlar helmet 
offers excellent protection 
trom flying debris. This uni- 
form is verv useful on urban 
assignments, and protects 
against most small-arms fire, 
except thar from high-pow- 


ered rifles. 
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Tan/Light 

This tan lightweight uniform 
is perfect for hor desert mis 
SIONS. f comprises FE | lieht- 
weight Level [la green tactical 
vest that can stop low-pow- 
ered pistol rounds and 
includes the standard desert 
hoots, Nomex balaclava. and 


Nomex/ Kevlar gloves. 
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Tan/Medium 

This tan unitorm includes a 
green Level [Ll waist-length 
tactical vest, Kevlar Helmer. 


desert boots, Nomex balacta- 


va, and Nomex/Kev 
This is RAINBOW 5 alterna- 
tive desert assault gear. The 
vest can stop most pistol fire 
and some submachine-gun 


Hire. 


Ar gloves. 


Tan/Heavy 

This bulky tan umtorm com- 
prises Level [II body armor 
extending to the groin and 
can stop all but the most 
high-powered rifle rounds. It's 
preterred by demolittons 
experts, as the faceplate on the 
Kevlar helmer afters excellent 
protection trom flying debris. 
This version is especially suir- 


ed for desert operauons. 
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Urban/Light 

Perfect for recon specialists, 
this uniform consists of a 
lieheweight, Level [la tactical 
VEsL char | stop law- pw 
ered pistol rounds. Standard 
soft-soled rubber boots. 
Nomex balaclava, and 
Nomex/ Kevlar gloves round 


It out. 
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Urban/Medium 
Primarily a Level II waist- 
length tactical vest and 
Kevlar Helmet capable of 
stopping high-power pistol 
rounds, this is RAINBOWS 
standard urban assault gear. 
It includes soft-soled rubber 
boots, Nomex balaclava, and 


Nomex/ Kevlar gloves. 
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Urban/Heavy 

This bulky uniform consists 
of Level [II body armor 
extending to che groin and 
can stop all but the highest 
powered rifle rounds. 
Preferred by demalitions 
experts, the faceplate an the 
Kevlar helmer offers excellent 
protection from flying 


debris. 
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Woods /Light 

Useful for operations in forests 
and rural areas MW here stealth 15 
recommended, this woodland 
LTO unifor Lut COD LSE5 dl 
lightweight Level [la tactical 
vest, boots, Nomex balaclava, 
and Naomex/ Ker ET gloves. 
Santiago Arnavisca especially 


favors woodland uniforms. 
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Woods /Medium 

This woodland camo uniform 
includes a Level 1 waist- 
length tactical vest that can 
stop pistol rounds of up [o „Al 
caliber and mm small arms 
fire. Boots, Nomex balaclava, 
and Nomex/ Kevlar gloves 
round it out. [ts most useful 
for European and North 


American operations. 


TOOLS DE THE 


Woods /Heavy 

his bulky woodland camo 
uniform is made of Level [II 
body armor, camo boots, and 
Nomexr/ Kevlar gloves. A lire 
hotter and heavier than che 
other woodland camo uni- 
forms, it aftords far more pro- 
tection and can stop most 
small-arms fire, except thar 


from high-powered rifles. 
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Biosuit 

This specially designed combat biosuit combines a Level la tactical 
vest wich a full-body Level [V biohazard containment suit. Although 
its joints are specially reintorced, operatives wearing this suit in com- 


bat MUST USC EXCTEME caution RA) avoid compromising Suit integrity. 
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Its time to practice the operations skills you must 
have to complete your real-world missions. The 
following tactics include breaching doors; room 
entry and clearing; hostage rescues; and other 
actions later missions may call for, such as defus- 
ing bombs and planting surveillance devices. 


Fig. 4-1. Behind the closed door lies uncertainty. 
Breaching a door and entering a room is one of the 


most dangerous actions vou'll perform. 


BREACHING AND CLEARING 


Most missions require your teams to enter buildings to rescue hostages, defuse bombs, or kill terror- 
ists (“tangos ). Entering a room is one of the most dangerous things vou ll do during a mission. You 
mav not know whar lies on the other side of the door, but those inside the room behind it will be 


waiting with weapons ready. 
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Before entering a 
‘\room, use a heartbeat 
selisartd see what lies 
on the other side of the 
door. 


ir 


| Take care when 

‘using fragmentation 
grenades. They can 
kill bostages as well 
as your own people. 
As a rule, avoid 
using them during 
hastage missions. 


TOM CLANEI'S 


{es} 


RAINBOW SIN - PRIMA'S DEFICIAL 


Unless you're absolutely sure a raam is clear, then, always 


enter with caution. The heartbeat sensor is a great device for 
determining whether a room is occupied; it can even distin- 
guish between hostages and rangos. If your team isnt carrying 
one, always assume a room contains tangos. During hostage 
rescues, assume a hostage is inside, as well. 

‘our team is at a disadvanrage as it enters a room. You need 
an edge: as soon as you breach a door, throw in a flashbang to 
stun the occupants. (Take care not to stun yourself in the 
process.) The stun grenade gives you a few precious seconds to 
enter the room and take down enemies before they can react. A 
breaching charge also works, blowing the door off and stun- 
ning the rooms occupants at the same time. You can carry 
three flashbangs in place ot one breaching charge, however: 
save the flashbangs for rooms with hostages. 

You also can throw fragmentation grenades to “prepare” a 
room for entry. Be very careful, however, because they can kill 
team members and hostages as well as tangos. Avoid using 
them in hostage missions unless reconnaissance or a heartbeat 


sensor tells you a room is hostage-tree. 


Fig. 4-2. 

Throw a flashbang 
into the room to 
stun the tango 
before entering. 


After vou enter a room, you must clear it of enemies. If 
vour team receives a “clear” order, it will spread out and do so 
automatically. Be wary of the room's acher doors; more tangos 
may enter through them to investigate the gunshots. 

The Kill Houses give you an opportunity to practice 


breaching and clearing. 
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Map 4-1: Single Room Kill House 


Fig. ded. Ä tango 15 OL un the open. Shaat quick before 


he Luns and fires al raul 


Single-Room Kill House 


The Single-Room Kill House lets you practice entering 


and clearing a single room containing a single tango. 


You can choose from three exercises. The first features Legend 
your character alone, the second adds a second opera- 
tive, and the third gives vou a team of four. @ =Terrorist 


You may enter either door, but the one on the right 


is usually the best choice. The tango may be anywhere 
in the room, but he most often appears in the alcove to the 
immediate right of the right-hand door or in between the two 
doors. Have vour MP5A2 ar the ready as vou open the door. If 
the tango is directly in front of you, shoot before he does. You 
may glimpse him if he's in the alcove. Throw a frag grenade in 
to take him our or a flashbang to stun him so you can run in 
and shoar. 

In the third exercise, when you approach the door 
on the right, one of vour team members will rell you 
to back up. He'll open the door and throw in a flash- 
bang. Once it goes oft, rush into the room before the 


La neo Can FCCOVCT. 


alat” 


ear 


Fig. 4-4. In the third exercise, another team 
member will apen the daar and throw in a flash- 


bang. If the tango hides to the right of the door, 


rijf ee Vn is En 


however, it may nat stun him. 


A 5, 
- 
ï 


HAPTER FOUR  -  TAETIES 


g Tom Clancy's 
RAINBOWSIK 


Ae 
Double-Room Kill House 


The second Kill House contains two rooms with a 
tango in each, a more difficult scenario. There are 
three exercises for this Kill House, as well. The first 
uses you alone; the second gives you command of a 
team of four operatives. The third exercise has two 
teams of three operatives each. You control Blue Team. 

In the first exercise, it's easier to enter the left door 
first. The tango 


usually is in che 


hack corner and 


Fig. 4-5. There's EE in sight as vou can drop him 
you open the daor. That means he Ë 
before he has a chance to 


waits in ambush to the left or right. 
react. Advance into the 
room and approach the 
other doorway carefully. 
The second tango is in the 
other room. Íf you cant 
see him through the door- 
way, he may be behind the 
wall to your right. Throw 


in either a rag grenade to 


Legend 
kill him or a flashbane to 
j 5 G) =Terrorist 
stun him so 


vor Can rush 


in and use 
your subma- 
chine gun. 

The second exercise uses the same strategy as the 
first. Try going through the door on the right this 
Ume. 


The final exercise puts you in command of 


Blue Team. Red Team awaits Go code Alpha. Press 


(a) to get them moving. They'll enter the left door 


Fig. 4-6. You command two teams for ae $ ee 
the third exercise. Give Go code Alpha while your team goes through the right. Take care not to shoot 


to order Red Team thraugh the lett door the other team once youre in the first room. 
while Blue Team goes through the right. 


Lil 


ne 
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RESCUING HOSTAGES 


Missions where you must rescue hostages require extra caution. Note 


Often hostages are held in rooms guarded by at least one 
tango. Although the recon information you get prior to a mis- When throwing a flash- 
bang into a room with a 
hostage, there is a risk 
that the guard will execute 
the hostage if they see the 
grenade. If possible, try to 
throw a flashbang out of 
the guard s line of sieht. 
You can see which direc- 
tion the guard or guards 
are facing by using a 
heartbeat sensor and 
zooming in on the map. 


sion may give locations for the hostages, they may have been 
moved. The heartbeat sensor is the best way to identify a 


rOOM Ss OC cupants betore you rush in. 


Don't use frag 
grenades when 
entering a room 
that contains 
hostages. You'll 
kill not only the 
tangos, bur the 


hostages, as well. 


Instead, throw in 


Fig. 4-7. Hostages will stay put unless your Rule of either a flashbang 
Engagement made is set to Escort. Then thev'Il fol- to stun Evervone 


low you around like puppies-hopetully to saterv. or better, Use a 


ì mn 
breaching charge. Ti 
The charge will blow the door open and stun the rooms occu- 
E | | 


pants Al the SETI Ume. 


After breaching a door, exercise caution as you enter. Avoid Whenever you 


firing vour weapons at full-automatic; the spread could hit a 
hostage. Instead, use the three-round burst (or the single shot if 
the three-round isn't a choice). Things move fast in Rainbow 


Six, and it's easy to develop an itchy trigger finger. Learn to use 


open a door to a 

room containing a 
hostage and a tango, 
the tango usually 


moves to kill the 
hostage, so you must 
act quickly. You cant 
just stand in the 
doorway looking 
around, or you ll be 


cauuon and to pick vour targets with care. 


Office Kill House 

This is a very difficult Kill House to clear. You begin in the 
outside hall. Two doors provide entry to the ottice area, which 
contains six small rooms. What makes this particularly deadly 
is the wav all the offices are lined up across from each other too late. 


with open doorways. As you enter one office, a tango across 
the hall can shoot vou in the back. 


Tom Clancy's 
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The first of the three exercises gives you a single team of 
four operatives; the second, two teams of four operatives; the 
third, one team of vwo and two teams of three. The Kill House 
contains four tangos and one or two 
hostages. Two tangos wait in interior 


En hallways and the other two in offices. 
Map 4-3: Office Kill House 


Legend When youre on your own, enter 
Terror the right-hand door. There should be 
=Terrorist wee 

Q, rog a tango right in front of you or just 


around the corner. Take him down, 
and then look around the corner. 
Shoot the second tango at the far end 
of the long hall. If he's not there, go 
back into the outside hall: hes sneak- 
ing up behind you. Only vwo tangos 
to go. 

Start at one end and check the 
two rooms, throwing in a flashbang 


before entering each. If yau hear a 


groan when the stun grenade goes off, 
vou know there's someone inside. 

After clearing both rooms at one end, do the same at the other 

… be end. You should have found at least one of the terrorists and a 
Lip hostage or two. Leave the hostages for now. The final tango 


waits in one of the vwo center rooms; or, if two tangos remain, 


ne: bni there's one in 
Use flashbangs not Sen 
| each center 
ke only ta stun tangos, but 
KE room. In this 
to determine which 
À EE Ten case, VOU 
rooms they're hiding in. 
should enter 
If you hear a groan 
the top room 
when the flashbang goes : AE 
' from the right 
of}; there's someone | 
Gout E and the bottom 
inside. Either rush in A 
2 from the left to 
immediately or throw REC IEN 
) hb î limit vour | 
another flash ang In \ = ded k 
| ad exposure to fire Fig. 4-8. The facing, apen doorways create a deathtrap 
ferst. from the other unless you're smart and use caution. Remember to use 
Í flashbangs to stun waiting tangos before 
ango. entering the rooms. 
pen 
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In the second exercise, you command Blue Team, on the 


right. Red Team on the left awaits Go code Alpha. Press (Q] to 


give them the go, and they'll enter the left door and advance 


into the offices to search for the hostages. You must lead Blue 


Team through the right door and do the same. The third exer- 


cise puts you in control of Blue Team. with rwa operatives, 


near the right door. Red Team, wich three, is next to vou, and 


Green Team is ar che lett door. Code Alpha orders Red and 


Green teams to enter their respective doors, taking out the two 


hall tangos in the process. Bravo ((Wljorders them to search the 


offices for the hostages. Blue Team's job is to escort the 


hostages to safety. Delta ((R]) orders the two other teams to 


return to their starting positions. 


Your other teams probably will rake casua 


ties. If vou warch 


them, you can see why. They dont use their flashbangs betore 


entering the rooms, so any tangos present can fire before the 


operatives even know thev're there. 


Two-Story Kill House 


If you can get through the “graduation” Kill House without 


losses, youre ready to go operational. The Kill House is a vwo- 


story building with an accessible roof. [here are six 
tangos inside and one hostage on the second floor. 

In the first exercise, you have a single team af 
four. The second gives you two teams of four: as 
one team enters the front door, the other goes up 
the outside stairs to the roof. The third exercise has 
three teams: vwo go in the front door while che 
third enters from che roof. 

You begin near the front door of the building. 
Open it. A tango stands directly in front of vou. 


Take him out and wait for a second tango to 


appear. Once he's down, run in and turn right. A tango 


descends the stairs to investigate the noise. Drop him and run 


to the stairs at the other end of the building. If your clip is low, 


reload as vou run. 
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Fig. 4-9. The third exercise has 


three Lea s. Red and Green clear 


the raams, whale Blue wats ta 


escort the hostages to safety. 


Map 4-4: Two-Story Kill House 


Legend 


1) =Terrorist 
(#) =Hostage 


stairs to 
2nd floor 


EEE 


NZ 
LENS 


stairs la 
2nd floor 


stairs to 
Istflaor | 
and root 


slairs to 
Tst floor 


stairs la 
nd floor 
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Ar the stairs, sidestep up so you face the landing 
at the second floor. Take our the tango ar the top 
and reload again. Sidestep up che last few steps 
until youre in the hallway and can barely see the 
tango in the room to the right. There's also one to 
the lett. Both have a view and a shot at the hostage 
in the room on the right, so you must act carefully, 
bur quickly. Throw a flashbang at the tango on the 
right and follow up wich your submachine gun 
while he's still partially concealed by the doorframe. 
Then quickly run into the left room to kill the 


final tango before he gets the hostage. 


OTHER TYPES OF ACTIONS 


Your missions may call on you or your other teams 
to perform special actions, anything from disarm- 
ing a bomb or deactivating a security system to 
downloading computer files or tapping a phone. 
These may sound difficult, but you need only walk 
to the object and press keypad (0) to perform them. 
To have a team not under your control or a spe- 
cialist on your team who's not the leader perform 
the action, place a waypoint next to the object in 
the planning phase and assign an action to the 
waypoint. Then, when you approach it, the special- 


ist will walk to the object and do what needs to be 


done. 
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Fig. 4-10, Right as vau open the door, a 


tango 15 waiting to die. 


Fig. 4-11, Sidestep up the stairs to 
surprise the tango at the tap. 


Fig. 4-12. You must act quickly to take out 
the last two tangos. Shoot the one on the 
right after throwing a flashbang and while 
he's still half-hidden by the doorframe. 


TAETIES 


CHAPTER FIVE 
PLANNING 


The adage “If you fail to plan, you plan to fail” 
applies to this game more than to any other. 
Fhe planning stage is the most important, and 
thats where you ll spend the most ume during 
operations. Most missions take only a few min- 
ures TO EKECULE but CAT take ar hour Or mMOrE [OO 
plan and fine-tune. The planning stage is bro- 

| ken down into seven screens. Each contains 
important information or requires you to do 
something to prepare for the mission. In the 
following sections, we ll look at each screen, 
and then go over mission-planning basics. 


BRIEFING 


This is the first screen in the planning stage, 
where vou receive valuable information regard- 
ing vour current mission. Your objective—what 
vou must accomplish to complete the 
mission-lies in the center of che screen. In 
ER Recruit campaigns, you need achieve only the 
primary objective. [he Veteran level requires a secondary objective and the Elite a third. The higher 
the level of gameplay, the more terrorists you'll face and the harder they'll be to kill. 
On the left side of the screen are quick briefings by Control (your commander), and other use- 
ful information. Your mission orders display below the briefings. Study them carefully to learn what 


you must do and what youre up against. 
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Fig. 5-1. The Briefing Screen Û Operation: Steel. Wind 


INTEL 

Although the Intel screen isnt vital tor achieving 
your particular mission, it provides background 
and story line for the campaign. lt displays vour 
past mission success and shaws how it affects the 
campaign. The four categories of information chis 
screen displays are people, organizations, newswire, 


and miscellaneous. 


Fig 5-2. The Intel Screen 


Operatiom Steel Wind 


MENEN ROSTER SELECTION 


You choose operatives for the current mission from 
the Roster Selection screen. It displays background 
information on each member of RAINBOW, 


including his or her abilities and health status. 


Ee | 
TT 
alain, T ä 


When you select your operatives, you needn't pick 


them in order or by team. You can organize them 


n 5 | 
| 
| 


later: 


Î 
| 


Ed 


Fig 5-4. The Raster Selection Screen 
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You arm your team from the Kir screen. For each 
operative, you can select a primary and secondary 
weapon, additional items to carry (these fit into 
slots one and two), and a unitorm. Although you 
can assign everyone the same things, you'll proba- 
bly need to customize individual kits for specific 


jobs. 


Fig Si. The Kit Screen 


ij Pp Operatior: Steel Wind | 


En: GEE 


TEAM ASSIGNMENT 


You'll organize your operatives into teams from 
thus screen. You can take only eight people with 
you, divided into a maximum of tour teams. 
Teams can comprise no more than four operatives 
each. You can create two teams of four or four 


teams of vwo or anything in berween. 


Fig 5-5. The Team Assignment Screen 


PLAN | ri |D Operation: Steel Wind 
Youll spend the most time ar the Plan screen. It | nl ar 

provides d Fecon report of probable locations of 
hostages, terrorists, and landmarks. You'll plot 
waypoints for each of vour teams here and give 
them special orders or commands. Once the action 
starts, vou control only your team. At each wav- 
point vO Can change Rules of Engagement regard- 
ing speed and mode-how fast the team moves ta 


the next waypoint and how they respond to others 


on the way. You can give breaching instructions at 


waypoints, „4 well. Fit. 5-6. The Plan Screen 
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You can acquire some control over other teams using, Go codes. There are four in all. When a 
team reaches a waypoint with a Go code, it will wait for vou to issue that code before advancing. 
This way you can synchronize your teams’ activities. For example, if all teams get the same Go code 
near a buildings entry point, they |l wait for the code to enter at che same time. The section 
“Planning a Mission” covers the Plan screen in 


greater decaul. 


EXECUTE 


From the Execute screen voull choose a team to 


control, and then start the mission. 


HEN GRA TAN 


PLANNING A MISSION 


Mission-planning can be difficult and time-con- 


suming. Íf you fail a mission or are unhappvy with 
the results, you may return to the planning stage and ee Sceen 
try it again. Rarely will you execute a perfect mission 

vour tirst tme through. How-ever, the better vour plan, the better the execution. 


You'll take che following steps when vou plan a mission, not necessarily in this order. 


Briefing 

First, read through all che briefings to learn what the situation is and determine the nature of your 
job. You'll find che latter in che mission orders and objecuve. Listen to Control and to Jahn Clark. 
They may otter some insights. Next, go to the Intel screen to get background information on the 


mission. 


Recon 

At the next screen, pick a team member at random. (You must select one to advance to the next 
screen.) Continue past the Kit screen, assign the operative to a team, and then move on to the Plan 
screen. Ít doesnt matter which team you place vour aperatives in. You'll reassign chem later. 

At the Plan screen, go to the box in the lower left and select Recon to learn the actual or proba- 
ble locations of hostages and terrorists in the mission area. The Landmarks category will provide 
important information about terrain and structures—whether a trellis is climbable or an entrance 
barricaded, for example. Learn as much as you can about what you face. Then decide how many 


teams vou ll need to accomplish the mission and what their tasks will be. 
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Set | Waypoints 


Change the Recon box to Waypoints, select a team, and begin 


plotting waypoints. The first must be within a starting location 


cauon. Determine the teams 


and 
entry into a building, their route to thar spot, how theyll reach 
their objective, and, finally, how they'll ger out. Use Go codes 


to coordinate team actuvitv. For example, 1ts usually a good 
/ MEE hr | Eac J of the four 


idea ta have all teams enter a building ar che same time. Burt in 
Go codes has a 


some cases, one team may have to complete a task before 
| | edo kne key: 


another team can continue. 


In addition to Go codes, you can give teams breaching 


instructions at each waypoint near a doorway. For example, Alpha Q) 
vou can order them to use a flashbang or frag grenade, or even Bravo (w) 
a breaching charge. Such orders are important, because com- Charlie |E) 
puter-controlled teams wont do these things unless they're Delta (R) 
instructed to. Ser these for your own team, as well. If you want rn 
a demolitions specialist on your team to breach a door a certain Von may use each Go 
way, order it ar chat waypoint or you ll have to do it yourself code more than once. 
using the equipment youre carrving. For example, yon may 
Rules ot Engagement tell your teams how to behave as they want to assten all Alpha 
advance to the next waypoint. There are two types of codes ta Blue Team, Beta 
ROEs-speed and made. Codes to Green, and so 
Speed tells the team how tast ro move and how careful to be forth. 


when targeting and firing weapons. “Blitz” instructs the team 
to move as quickly as possible and to fire ar just about any- 
thing that moves. Use Blitz only when there are no friendlies in 
the area. “Standard” speed is a basic walk; the team exercises a 
bit more caution before firing. Teams assigned “Safety” speed 
will move slowly and rake deliberate aim at well-identified tar- 
gets before firing, perhaps even risking their own safety. When 
approaching areas where hostages are located, change the speed 
to “Saferv.” 

Made tells a team how to act and react. Leams with “Clear” 
orders will clear the enemies from the area around the way- 
point usually the middle of a room or at a breach point. 


“Engage orders a team to move along their path while attack- 
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ing targets of opportunity. “Advance” makes movement the 


teams main concern. Team members will attack only enemies 
hloc king their path. | leartbeat SENSOIS AFC used only on [ears 
with Advance orders. After the team rescues a hostage, it must 
ESCOTI the hostage ie) safety. If a CEA approaches d hostage in 
any other mode, the hostage will stay put. Escort mode tells 
the hostage to follow the team. When escorting a hostage, the 
team should tollaw a secure route cleared of tangos to the end 
point. 

After planning waypoints for all teams, consider making a 
few short notes on what each Go code does for quick reference 


later. 


Building Teams 

You know how many teams youll have and the tasks for each. 
Now its time to choose operatives from the Roster Selection 
screen. 

Delete the members you chose earlier and start trom 
scratch. First, choose an operative with good leadership ability 
for each team. Teams chat must breach their way in need a 
demolitions specialist. Next, assign specialists, such as electron- 
ics, if the mission calls for chem. Finally, fill in the teams with 
assault specialists. Place those with poor self-control or team- 
work values with stronger leaders. With the operatives and 
their assignments fresh in your mind, go to the Team 
Assignment screen and place them into teams, with the leader 


at the top of each list. 


Pass the Ammo 


Distribute firearms and equipment to your assembled teams. 
RAINBOW is well-funded, so you have as many of each 
weapon or item as you need. Equip your teams appropriately 
for their tasks. For example, if they must breach a door with a 
charge, at least one member of the team must carry a breaching 


charge. The same goes for flashbangs and frag grenades. 


IE — 
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Finally, suit vour operatives in appropriate uniforms. 
Choose inconspicuous patterns and weights appropriate for the 
task. Breachers should wear heavy uniforms; recon teams wr 
don light ones to stay quiet. Most team members should wear 
medium-weight unitorms chat provide a balance of pratection 


and mobility. 


Start the Mission 

Your teams are ready, so go to the Execute screen next. You ve 
invested a lot of time into planning this mission, so its a good 
idea to save it here. This way, if you must start over, you can 
make small adjustments to your plan instead of going back to 
the beginning. Finally, select the team vou'll lead, and then 
begin the mission. 


Good luck! 


Mission Failure? 

[f you fail a mission or get a lot of your people killed in a suc- 

cessful mission, go back to planning and try again. Study who 

got killed and where to determine the planning changes vou E 
need to make. For example, if a team was massacred entering a Lip 
room, order them to throw a frag grenade betore going f 


through the doorway. You may also need to change a teams 


Consider replaying 
the mission if even one 
team member dies, 
especially in the early 
missions. Losing one 


ROE for a certain waypoint. Think of each failure as a learning 


experlend c. 


member per mission 
will leave you short of 
trained, experienced 
professionals for the 


last few. 
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The Ratnbaw Six campaign comprises 16 mis- 
sions. You must complete each to advance to the 
next. Fhis chapter provides all the information 
you'll need to get through the missions. 

The strategies are for the Vereran (medium) 
difficulty level, requiring you to complete boch 
the primary and secondary objectives before 
advancing to the next mission. Recruit level 
requires you to complete only the primary objec- 
tive. Elite missions usually are more difficult 
because they have more terrorists to kill. 


[he mission strategies include orders and 
objecuves, who to take, what they should carrv, 
how to organize them, and, finally, how your 
eames Can SO about accomplishing the mission. 
with instrucuons tor each. Use these instructions 
during the planning phase to ser waypoints and 
issue special instructions and Go codes. 

These strategies arent set in stone. You may 
find something to add or change to fit the plans 
to your plaving style. Experiment. The best plan 


15 the ane that succeeds. 


The walkthroughs for each of the missions are organized to facilitate planning. Included is a 


list of the teams and the way they should be organized. Next, in the strategy section, vou are given 


a brief summary of what must be done to complete the mission, followed by in-depth strategies 


for each of the teams. While it may seem these team strategies are for vou to play out. chev are 


organized by team for simplicity during the planning phase. Just because Blue Team's strategy is 


first does not mean their actions precede those of other teams. Instead. plot Blue Team s wav- 


points following their team strategy and continue for each of the other teams. The Additonal 
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Fig. 6-1. The ambassador hides on the 
second flaor. Act quickly: the terror- 
ists will kill him if they find him. 
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Notes section then ties all the strategies together 
and lets you know when to issue Go codes. This 
last section should be used during the actual mis- 
sion rather than the team strategies that should 
have already been given to the teams during the 
planning phase. In many missions, one team must 
complete a task before another team can continue. 
Go codes allow you to hold a team at a point in the 
mission until che task has been completed. The 
code then releases them to continue. Some missions 
have only a few Go codes while others have several. They can 
alsa be used to hold a team before a difficult area so you can 


take control and lead them through yourself. 


MISSION 1-OPERATION: 
STEEL WIND 


02.07.00 1700 
london 


Mission Orders 

Members of Free Europe, a British neo-Nazi group, have seized 
the Belgian embassy. The ambassador is hiding in an office on 
the second floor and has so far avoided capture. Other embassy 
workers may be trapped inside, as well. Surveillance indicates 


terrorists on all three floors of the complex. 


Objectives 
|. Rescue the ambassador. 
1. Rescue the staff member. 


Le en 
Difficultylevel _Terrarists Hostages Other 
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Team Assignments 


lue Team 

\perative Primar secondary Slot 1 slo 2 Uniform 
haven MP5-A2 Ab Mark 23 Frag Grenade Flashbang Urban Medion 
acohy MP5-A2 Aj Mark 2 loer Charge Flashhaag Urban Mediam 


hed Team 

lperative Primary becandary slot 1 oat 2 Uniform 
lalther MP5-A2 45 Mark 23 Frag Grenade flashbang Urban Mediun 
aymand MP5-A? 45 Mark 23 Door Charge flashbang Urban Medium 


reen Team 


perative Primary Secondary alot 1 olal 2 Uniform 
gar MP5-A2 Aa Wark 2d frag Grenade Flashbang Urban Median 
Panisca MP5-A2 A Mark 20 Door Charge Flashbang Urban Median 


oid Team 

perative Primary decondary alot 1 slot 2 Uniform 
onley WP5-A2 Ai Mark 20 Frag Grenade Flashbang Urban Median 
urke WP5-A2 Aô Mark 2d Door Charge Flashbang Urban Mediam 


ns, 
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extraction zone ET Belgian Embassy Compound Legend 
ETE 


insertion zone 5 goe d north door nn CT) =Terrorist 


(H) =hostage 


| —] =Loeked Door 


| | _— Unlocked Door 
front door | | 


barricaded) embassy 1-A =Hoom Designation 
Wot building east door (First floor, first room) 


wall 
open gates 


south door lire escape 
ladder up 


veranda 
barricaded 


front doo 
, ‚ door 2 


staircase up 


Strategy 
Your mission is to enter the Belgian embassy and rescue the 
hostages. Although it would be safer for your team to take 
their time on this mission, you must get to the ambassador on 
the second floor as quickly as possible. 

At the beginning of the mission, the tangos have not yet 
found him. If they do, they'll kill him. Therefore, you must get 
to him as quickly as possible, protect him from the tangos and 


then get him out to saferv. An embassy staffer is being held 
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Map 6-1, cont. Operation:Steel Wind, Mission 1 


j Legend 
fire escape door 4 lire escape 


rad ME ve mr de (7) =rerrorist 


slairs up en a (#) =Hostage 


—] =locked Door 
balcony _—” =lUnlocked Door 


Toen Claney’s 


LETA 


staircase down | 1-A _=Room Designation 
(First floor, first raam) 


door 5 


stairs up 


fire escape door 6 
ladder down 


stairs down 


stairs down 


Lostage on the ground floor room, guarded by a tango. Ger her 
but, as well. 

[he front door to the embassy is barricaded and all 
butside entrances locked. Two of vour [EAMS have orders to re5- 
ue the hostages and escort them out; the other two teams will 
lear the first and second floors of the embassy and clear a way 
ut for the escort teams. Both insertion and extraction zones 


re outside the walls of the embassy compound. 
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Fig. 6-2. Blue Team must climh up 
the side of the veranda to reach the 
second-floor balcony and enter the 
embassy building. 


Fig. 6-3. Red Team waits for Go code 
Alpha to blast the door open and 
begin clearing the first floor. 


Blue Team 

Take control of Blue Team, whose task is to rescue 
the ambassador. This teams entry point is through 
the balcony overlooking the garden. Climb up the 
veranda to reach the balcony door. Place a breach- 
ing charge on the door. Now wait for Alpha. 

When the other teams finish placing their 
charges, give the code and blow the door. Enter 2- 
G and advance to 2-H. There's a terrorist in one of 
these rooms; vou may encounter another near the 
stairs on your way to 2-1, where the ambassador is hiding. Wait 
until Green eam makes it to the hallway outside this room 
and awaits a Go code. Give the Bravo code and follow Green 
down the main staircase to foyer 1-C, through room 1-A, and 
then out door Ì to satery outside the compound walls. 

When you're outside of the embassy building, vou can 
switch to another team, such as Gold. 


Red Team 

Red Teams task is to clear che first floor of the 
embassy. After receiving Go code Alpha, they enter 
door 1 with a breaching charge. Take our the tango 
in the hall or area 1-D before checking rooms 1-B 
and 1-A. Go through 1-D to enter foyer 1-C and 
take down the tango there. Nexr, kill the tango in 
l-F and open door 3. Return to the fover to cover 
the staircase until you receive code Delta. Then 
move out door three, leading the way to safety for 


Gold Team. 


Green Team 


Green Team's task is to clear the second floor and lead Blue 
[eam out of che building. Climb up the fire escape along the 
north side of the building and enter ar door 4 with a breaching 
charge at code Alpha. Advance down the hall carefully. Throw 
a frag at the tango in hall 2-A and check the other rooms along 
chis hall. Be careful of tangos coming down the stairs by 2-B. 
Advance to the elevared walkway ar 2-E and on toward 2-l. 
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Hold at the southern door to 2-E and wair for 
code Bravo. Then lead Blue Team and che ambas- 
sador to the staircase through 2-F, down to the 
foyer, 1-C, and out door 1 to safety. 


Gold Team 

Gold Team enters through the back door, 2, at the 
veranda with a breaching charge at code Alpha. 
Enter room 1-E, then advance to the door to 1-G. 
Hold for code Charlie. Issue this code after Red OPE ea Ero, Green 
Team completes its clearing and awaits Delta. At Team leads Blue out of the building 
Charlie, open the door and take out the terrorist 
guarding the staff member. Move quickly or the 
tango will kill che hostage. There's no time for a 
flashbang, just enter and fire, careful nor to hit the 
hostage. Hold here unuil vou receive code Delta; 
then exit the building, escorting the hostage out 


door 3 with Red Team. 


Notes 


This mission requires a lot of coordination. All 


teams enter the embassy at code Alpha. Code BERNE nsv dbnl 
Bravo tells Blue and Green to exit. Code Charlie member. The terrorist guarding her will kill 
orders Gold to enter the room with che staff mem- her shordy after you open the door to the 
ber and the tango. Code Delta orders Gold and Ss id 
Red teams to leave the building. It's a good idea to 
control Blue Team first, ar least undil cheyre on 
their way down the stairs. Then switch to Gold 
Team, which is holding for Charlie. You can prob- 
ably do a better jab taking, aur the tango in 1-G. 
Hes usually in the corner diagonally right across 
from the door. Give the code before going in to 
avoid con fusing the waypoints as you enter. When 


both hostages make it to the extraction zone, the 


mission ends. 
Fig. 6-6. Everyone made it out safely. It may 
take a few tries to get this outcome, espe- 


crally without wounding sE operatives. 
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Fig. 6-7. Dr. Winston is held under 
guard an the second flaor of the 


h EHS, 
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MISSION 2-OPERATION: 


COLD THUNDER 


04.15.00 0200 
Gango 


Mission Orders 
Hutu rebels have seized a World Health Organization research 
station run by the Horizon Corporation. They're holding the 
research staff hostage. A leading expert on filoviruses, Dr. 
Catherine Winston, is amang the captives. 

The rebels hold the hostages in an abandoned colonial villa. 
A large rebel camp lies nearby, but observers report few enemy 
troops in the building. You will be inserted by helicopter in a 


small clearing a short distance from the villa. 


Objectives 
1. Rescue Dr. Winston. 
1. Rescue WHO doctor. 


Diffieultylevel _Terrorists Hostages Other 
Reeruit (0 | None 
Veteran Id Î None 
Elite 1 Î None 
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Team Assignments 


Blue Team 


Operative Primary Secondary slat 1 slat 2 Uniform 
Glare, MP5-505 dam 92F5-50 Primary Mag Empty Gama Light 
Red Team 

Operative Primary Secondary slat 1 alat 2 Uniform 
acaby MP5-505 Jmm 92F5-50 Primary Mag Emply Camo Ligdl 
reen Team 

Operative Primary Secondary slat 1 alat 2 Uniform 
Maldin: MP5-50 Jmm 82F5-50 Primary Mag mgly Gama ligbt 
Strategy Hi gote 


This is a fairly easy, straightforward mission. You can complete 


If you cant select 
a suggested RAIN- 
BOW operative due 
ta death or wounds, 
choose a comparable 
replacement. 


it with only vwo teams or even a single operative. This strategy 
uses three teams to give you practice using Go codes. 

Your teams begin in the jungle, a short distance from the 
outpost. A path leads to the outpost. Tangos stand guard out- 
side the main house, and inside, as well. Dr. Winston is on the 
second foar and the other dactar Is in the basement. Both Art 


under guard. 


This is a night mission, so stealth is vour best 
tactic. Bring only silenced weapons. You'll need no 


flashbangs or frag grenades for chis mission. 


Blue Team 

Chavez is Blue Team. Wa 
toward the barn. Before you ger there, walk a bit 
toward the tents to the north. Press (CTRL) ro bring 


up sniper view. Use this magnified view to take out 


k down the jungle path 


the tango near the fire. 

Look toward the house. You should see one or two other Fig. 6-8. Use Smsper view to take ar err 
gos at long range. The tangos won't know 
what hit them, and, because you use 
silenced weapons, other tangos won't 


know what happened. 


guards. Take them out at long range. he three-round burst 


works well for this. Three guards cover the rear of the house. 
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| (H) =Hostage 


door 1 | - . 
} | =Lacked Door 
stairs lo | —” =Unlocked Daar 
round | | RE 
3 ie l 2 T-A _=Room Designation 


stairs to (First flaar, first raam) 
first floor 


stairs to 
ground 


stairs la 
outside 


TOM GLANEN'S RAINBOW SIN - PRIMA'S DEFIEIAL STRATEEN GUIDE 


Walk around the barn to the other side before rak- 
ing out the remaining guard. Now walk alang the 
south wall ro an opening. Advance outside the wall 
to the corner. As you round it, you ll see a guard on 
the front porch. Take him out, and then sidestep 
uncil you have a shot at the second porch guard. 

With the outside clear, backtrack into the com- 
pound and walk to the basement entrance. Move 
carefully down the stairs and take out the tango 
guarding the doctor. Take care‚ or hell kill che doc- PRITE ut Wie aaide on'the 
tor. frant porch before heading into the 

Now wait for code Alpha. Give codes Bravo and basement. One has a view to the base- 
Charlie. When Red Team arrives to pick up the EE 
hostage, code Alpha gives you the go to advance up 
the stairs into the house. Exit the basement stairway 
carefully. Green Team will be clearing the first floor. 
When he holds for Charlie, head up the staircase to 
the second floor. One tango moves about the second 
floor, so use caution to locate and take him our. You 
can usually find him in room 2-C or 2-D. 

Dr. Winston is being held in room 2-E. Slowly 
advance to the doorway and kill che guard inside 
before he can kill the hostage. Quickly head back 
down the stairs to the basement. Give code Charlie 
to order Green Team to follow you out, covering 


your rear, and move quickly to the extraction zone. 


Fig. 6-10. Escort Dr. Winston down 
the stairs to the basement, and then 
out to the extractian zone. 
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Red Team 


Red Teams job is simple: get che WHO doctor to safety. This 
team should advance to the barn and hold for cade Bravo. 
Once the code is given, move along the south wall to the base- 
ment, walk to the hostage, and escort him to the extraction 
zone along the same path. Wait at the extraction zone tor the 
other two teams. 


Green Team 

Green Team must clear che first Hoor of the main 
house. Wait ar che barn wich Red Team unul you 
get cade Charlie. Then advance past the rear of the 
house and enter it through door 2. Check all the 
rooms, beginning with 1-À. There are tangos in 1-E 
and 1-E Hold at the foor of the stairs unul vou get 
another Charlie code. Then follow Blue Team into 


the basement and out to the extraction zone. 


Fig. G-11. Red Team escorts the EE 
WHO doctor out of the basement to Note Ss 


abel: Alpha codes are for Blue Team; Bravo and Charlie codes are for 


Red and Green, respecuvely. Try this mission solo, controlling 
a single operative with no supporting teams, and follow the 
Blue Team strategy: Leave the doctor in the basement, go 
upstairs and clear the first floor, and then the second, to rescue 
Dr. Winston. Head back to the basement, pick up the other 


dactor, and rake bath to the extraction zone. 
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MISSION 3-OPERATION: 


ANGEL WIRE 


06.25.00 Oad 
North Sea 


Mission Orders 


Members of the Phoenix Group, a radical environmentalist 
organization, have taken over a North Sea oil drilling rig. The 
terrorists have planted explosive devices on the rig and threaren 
to blow it up if their demands arent met. 

You'll be inserted by inflatable boat at the base of the rigs 
legs. Two tiers of carwalks allaw movement between the legs. 
Above, the two-level main structure contains machine rooms 
and the erew's quarters. Surveillance indicates a bomb an each 
level of the main structure. The detonator for both bambs lies 
in another room on the top level. If the terrorists detect your 
presence they'll use this trigger to set oft the explosives. 

After completing your mission, you'll be extracted by heli- 
copter from the rigs upper deck. 

Your team has two new operatives in this mis- 


stan. 


Objectives 
1. Prevent bomb detonations. 
1. Rescue oil rig workers. 


Mission Data Fig. 6-12. Tangos hide in several places 


Difficulty Level Terrorists Hostages Other around the oil rig. They're dressed like work 
| ers, so dont De footed, Lhee [wo hostages art 
Recruit 1 Û 2 Boats rs, so don't be fooled. The twa hostages ar 
Veteran Ii Î Ì Bambs 
Elite IE) Î  Bambs 


together in the same raam, under guard. 
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Team Assignments 


Blue Team 


Operative Primary Secondary Sti St? nitorm 
Gaver MP5-505 Ai Mark-5D Frag Grenades Heartbeat Sensor Black Medium 
Arnavisca MP5-505 Aj Mark-aD Frag Grenades Wearteal Sensor Black Medium 
Morris MP5-505 A5 Mark-5D Demolition Ki Emply Black Heany 
Operative Primary Secondary lat 1 alot 2 Uniform 
Wallner MPS-505 46 Mark-50 Frag Grenades Flashbaags Black Medium 
Raymond MP5-505 A5 Mark-50 flashbangs Heartbeat Sensor Black Medium 
bold Team | SAND 
Operative Primary deGandary slat 1 alot 2 Uniform 
Bogart MP5-505 45 Mark-5l fran Grenades flashhangs Black Medium 
Burke MP5-505 4 Mark-âl frag Grenades Heartbeat Sensor Black Medium 
Strategy 


The strategy for this mission isnt difficult, but the 
execution can be tricky. Although you can only 
control one team at a ume, hold your teams at Go 
codes immediately before a task, and then switch 
to that team to perform the task. After completion, 
switch to the next team and complete its task, and 
so forth. 


Each of your three teams has a specific task in 


this mission. One must get [O0 the detonator to pre- 


Fig. 6-13. The rooms on the oil rigs 


are often filled with obstacles. A vent any tangos triggering the bombs. Another team must dis- 


heartbeat sensor will tell you what arm the bombs as the third team rescues the hostages. Keep 
vaure up against before you enter a = . . ; Ren Ane he 
sen things as quiet as possible until the detonator is safe, so the 


tangos dant ser oft che bombs. 


Blue Team 

Blue Team's task is vo disarm che bombs. They should begin in 
tower 3, the southwest leg of the oil rig. Climb the stairs to 
level 7 and wait for code Alpha. Then make your way to tower 


RIMA'S DEFICIAL 


Qi 


TOM CLANEY'S RAINBOW SIX STRATEEN EUIDE 


4 


wap 6-3: Operation:Angel Wire, Mission 3 


tower 1 


ladder upd ladder up _ 


oil platform 


ladder up Af 


ladder up & 


t, watching for a couple of tangos on the catwalks. Climb the ladder and quickly move across the 
catwalk to enter room 8-D. Inside, await another code Alpha. You'll receive it after boch Green and 
Gold teams accomplish their tasks. 

After vou get the code, advance to hall 8-C, room 8-E, and then 8-F. Use che heartbear sensors 
to locate tangos in 8-G. Take them both out and have Morris disarm the bomb. (You must put this 
action into the plan if vou want Morris, a noncontrolled team member, to disarm the bomb.) 


One bomb down and one more to go. 
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Map 6-3, cont Operation:Angel Wire, Mission 3 


ladder 


& 


Legend 
| @) Terrorist 
(#) -Hostage 

=Bomb 


—] =Locked Door 
—” =\Unlocked Door 


1-A __=Hoom Designation 
(First floor, first raam) || 


TT 
8-G_ 
mo 
Phs 
DU 
slairs up 


ladder 
down 
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Legend 
CT) =Terrorist 
stairs down | (4) =Hostage 


EE II @) aam 
detonator | | S el leen Dann 
| | — =Unlocked Door 


1-A =Aoam Designatian 
(First floor, first room) 


& ia PRODI 


stairs down 


stairs up and down 
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A teant's Rules of 
Engagement mode 
must be set to 
Advance for the heart- 
beat monitor to work 
when assigned to a 
supporting team 
member, This tells 
the other team 
member to pull out 
the sensor and begin 
scanning. 


Fig. b-15. Green Team must take care 


when entering the room containing 
the hostages. They're dressed like 
their terrorist guard. Shaat the one 


with the gun and vau ll be OK. 
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Fig. 6-14. 

Morris disarms 
the first bomb. 
This doesn't take 
lang: he's carry- 
ing the demoli- 
tons kit and 15 
an expert in this 


field. 


Head up the stairs in the south part of the room and go 
through room 9-H to hall 9-1, There's a terrorist outside room 
9] and two more inside. Drop them all, using the sensor to 


lacate them betare rushing the room. Disarm the final bomb 


and wait for code Delta. When you get the code, head out the 
south door to stairway 9-K and climb it to the helipad—vyour 


Exact Lon Zane, 


Green Team 

Green is the hostage rescue team. Ir follows Blue ‘eam to room 
8-D, where it will await code Bravo. When you get this code, 
move out into hall 8-C and then through the door to 8-B. 
There's a tango in this room wich che rwo hostages; 
another tango moves around in the nearby rooms or 
hallway. When the room is clear, escort the hostages to 


stairwav 8-H, up to level 10 and the extraction zone. 


Gold Team 
Gold Team must reach the detonator and prevent any 
tangos from setting off the bombs. Its insertion point 
is tower 2, in the northeast. Climb the stairs to level 7 
and await code Alpha. When you ger it, climb the lad- 
der to level 8; then advance along the catwalk to stair 
way 8-A. Move up the stairs to level 9, and then out the door 
and along another catwalk to 9-B. Inside, wait for code Charlie. 
After Charlie, move out into hall 9-E, and then into comput- 
er room 9-H. A tango patrols the catwalk from the south end of 
the room. Wait unul he approaches the doorway and drop him. 
This will make Blue Team's job a little safer. 
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Now ger to the detonator in room 9-C. No one 


should be in there, so go through 9-E to kill che 


tango in 9-D. Backtrack to 9-C, and then take out 


the tango in 9-G by tossing a frag grenade around 


the corner. Return to 9-C and guard the room until 


vou get code Delta. Then advance as quickly as pos- 


sible to stairway 9-K and up to the extraction zone 


on level 10. 


Notes 


Fig. 6-16. Gold team guards the det- 


All the Go codes mav be a bit contusing, hut vou re using them onator until Blue Team can disarm 
the hamkhs. 


as gates to halt team movements at critical points, where you'll 
take control. It doesn't matter which team you control first. 
Just get the team to the first code Alpha waypoint. When all 
teams await this code, give it to them. All will exir che tower 
stairwells and head to their next Go code location. There are 
two tangos on level 7. The Go code lets all your teams move at 
once into their first potential firefight. You should control Blue 
Team as it crosses the catwalk to tower 4. Scan the catwalks for 
tangos. If none are nearby, use sniper view and rake them our 
at long range. Continue tollowing waypoints undl you reach 
the next Go code. Each team naw awaits a different code. This 
is where each must perform its particular task. Choose Gold 
Team and give code Charlie. After they secure the 
detonator and reach code Delta, switch to Green 
Team. 

Green Team awaits Bravo. Give the code and 
then rescue the hostages. After you kill the vwo tan- 
gos in the area near the hostages, switch to Blue 
Team. Green will automatically take them to safety 
at the extraction zone. 

Your final task is to disarm the bombs. Give 
Blue Team the Alpha code and do your stuff. After 


taking, care of the second bomb, you must hold for d | 
Fig. 6-17. Everyone made it safely 


code Delta, the code that orders Blue and Gold teams to the defend. 


extraction zone. Give it, and both teams will run for the heli- 


pad. 
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Fig. 6-18. You ll really need the 
heartbeat sensors once you get vour 
teams inside the plantation house. 
Tangos are hiding in corners, waiting 
to ambush vou. 


MISSION 4-OPERATION: 
SUN DEVIL 


08.03.00 0630 
Brazil 


Mission Orders 

American and Brazilian workers have been kidnapped from 
the site of a new research station under construction in the 
Amazon rain forest. Ramon Calderon, a local drug lord, is 
responsible. Calderon runs his operation out of a former sugar 
cane plantation on the Brazil-Colombia border. 

Intelligence reports Calderons stronghold is well-guarded. 
Guards armed with automatic weapons patrol inside and out- 
side the house. The workers are being held in the basement, 
and Calderon's bedroom lies an the second floor. 

You'll be inserted on the road to Calderon's house, a short 
distance from his front gate. Return with the hostages to this 
location to be airlifted out. 


Objectives 
1. Rescue workers. 
2. Kill Ramon Galderon. 


Mission Data 


Difficulty Level Terrarists Hostages Other 
Recruit Î l None 
Veteran 14 Û None 
Elite ll fl None 
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Team Assignments 


Blue Team 


Operative | Primary secondary Slot 1 Slat 2 Uniform 
Walther MPo-A? Ai Mark 23 Flashbang frag Grenade Gama Heany 
Arnanisca MP5-A2 A Mark 23 Heartbeat Sensor rag Grenade Gama ear 
Red Team 

Operalive Primary secondary slof | olat 2 Uniform 
have! MP5-A2 4 Mark 2 Flashbang frag Grenade Gama Hear 


Kaymand MP5-A2 4 Mark 2 Heartbeal Sensor Frag Grenade Gama Neary 


Green Team 
Operative Primary Secondary Slot 1 slot 2 Uniform 

Bogart M-16A2 Ui Mark 23 Primary Mag Empty Gamo eary 
Vacaby M-16A2 Ai Mark 23 Primary Mag Emply Gama Hears 


Strategy 

This mission is straightforward but difficult to exe- 
cute. One of your teams will be the outside fire sup- 
port and will clear the exterior of che house from a 
distance. The other teams will enter the building, 

As one rescues the hostages, the other will find the 
drug lord and execute him. As in the previous mis- 
sion, you should control each team during its most 
difficult task to prevent unnecessary casualties. All _Fig- 6-19. You can take out half the tangos from long 
the tangos have automatic weapons and are very eenen oee Ene plankitlon Jioese. 
dangerous. Heartbeat sensors allow infiltrating 
teams to detect tangos hiding in ambush around 


COENETS. 


Blue Team 
Blue Teams job is to rescue the hostages. Advance 
to the wall around the plantation house and hold 


\ SS 


behind it uncil code Alpha. Then run to door 2 and 


hold for another Alpha code. So far, vou should 
have avoided any tangos. Green Leam already has nere als a nn de 
out tangos waiting in ambush. 
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Fig. G-21, You must kill the tango guard- 
ing the hostages quickly before he can 
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Map 6-4: Operation:Sun Devil, Mission 4 Legend 
Plantation House | 5 =Tartariël 


(#) =Hastage 


stairs down — | _—] =Locked Daar 


slairsup J- —” alUnlocked Door 
kitchen 


1-A _=Room Designation 
(First floor, first room) 


Courtyard 


Gm 


living raam 


stairs up 


taken down the outside guards, as well as the ones in 
this part of the house. Enter the kitchen, and then 
move on to the hallway. There may be a tango at the 
far end of che hall. If not, he's probably in roam 1- 
A. Use the heartbeat sensor to locate both him and 
the tango in 1-B. Rather than expose your team to 
fire, throw rag grenades around the corners of these 
rooms to take them out. Next, head downstairs to 
the basement. 

Hold at the basement door undil vou receive 
another Alpha code. Carefully open the door and take out the 


kill them-or you! terrorist in your line af sight. If you cant see him, wait until he 


Ch 


Á 


comes out into the open. Then move carefully into the base- 
ment. Another tango guards the two hostages in room B-A. 
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Map 6-4, cont: Operatian:Sun Devil, Mission 4 


Legend 


hal 
alcany @) =Terrorist 
(#) =Hostage 


1 …_] =tocked Door 
slairs down | __—” alnlocked Door 


T-A _z=Aoom Designalion 
(First floor, first room) 


T) bedroom 


d-A 
LELIE 
balcony 


stairs down 


Advance along the right-hand wall and then side- 
step left to put the tango in your sights. Shoat 
quickly before he can fire at you or the hostages. 
Wich che basement clear, escort the hostages to 
the kitchen and await code Delta. Then head to 


the extraction zone. 


Red Team 


Red Teams task is to execute the drug lord, Raman 


Calderon. First, advance to the wall around the 
: ne er vier „7 Tha E e= r Hi | E Ue 
plantation house and hald for cade Alpha. Then Fig, 6-22. Ehe Org lood: bes Iallen, but it conad be your 
, | b f le B Y, id team, if they aren't careful. Calderon packs some heavy 
run Lo wy alt near LOOT > or cot ravo. ou SnOUI firepower and warts far POLI ta rum around the COTE. A 


only face TWO tangos d uring this mission. il ‘he first frag grenade will take him out or at least stun him. 


is in room 1-C. Use the heartbeat sensor to find 
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Fig. 6-23. Take out the tange on the balcony first with 
the M-16A2. Then wait for six more tangos to come to 
take a look. Kill them all, and the outside of the house is 


almast clear. 


NID: zonen, 


zer 
_ 
ame 
en 
paer 
El 
Enne 
eN 
=m 


Fig. 6-24. Red Team awaits its Go code to enter the 


house and EKECULE ils task. 
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him, and then throw a frag grenade around the 
corner into the room to take him out. Then make 
vour way up the stairs. Hold ar the top for code 
Bravo again. 

Calderon is in the room at the top of the stairs 
around the corner. Use the heartbeat sensor to 
find his exact position, and then throw a frag 
grenade around the corner. Rush in after the 
grenade goes off. If it missed him, he'll be stunnec 
and you can take him down betore he recovers. 

Go back down the stairs and hold in room 1-C 
for code Delta. Then make vaur way to the 


CX ractian zone. 


Green Team 

Green Team provides fire support and clears the 
outside of the plantation house of all tangos. 
Because all their shots will be from long range, 
members are assigned M-16A2s for more firepower 

Begin by moving to the wall around the plan- 
tation house. Using an edge for cover, take our th 
guard on the balcony using Sniper view. A second 
tango waits to the right of the house and a chird 
to the left. Drop them both. Before moving far- 
ther, wait for code Charlie. 

Four more tangos will come from the left to 
investigate the gunfire. Kill chem all, and then 
proceed left toward the barn. Go around it and 
along the base of the cliff until you have a shot at 
the guard on the other balcony. After eliminating 
him, hold for code Delta. This gives vou the go- 


ahead to return to the extraction zone. 


Notes 

Begin in control of Green Team, because its jab 1 
the first you must do, After all seven tangos are 
down on this side of the house, code Delta tells 
the team to head around to the other side to take 
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out the tango on the opposite balconv. When all is 


clear, give code Alpha. Blue and Red teams will 


run to their positions outside the house at doors 2 


and 3, respectively. 


Switch to Blue Team and give cade Alpha. Lead 


Blue Team to free the hostages. The tangos waiting 


tin ambush make this difficult, and vou probably 


can do better chan the computer. | he next Alpha 


code 1s at the door to the basement. When the 


hostages are tree, lead them back to the kitchen to Ee 625 Tanden tales place in 


awalt Delta. an amusement parks Pirate 


Adventure ride. 


Switch to Red Team. Give code Bravo, and then 
advance to room 1-C. The next Bravo code 15 at 
the top of the stairs, in the drug lord's bedroom. 
After Calderon is dead, return downstairs. Finally, 
give code Delra to order all teams to return to the 


extraction zone. 


MISSION 5-OPERATION: 
GHOST DANCE 
08.27.00 1830 


Fig. 6-26. Control room 2 laaks aut 


Barcelona over the attractions main entrance. 
However, yaur teams will use the 
Mission Orders ek 


Left-wing terrorists have taken over the Pirate 
Adventure ride ar the WorldPark amusement park 
in Barcelona. They hold several tourists hostage in 
the center of the attraction. 

Park security has sealed oft the area around the 
ride. A main entrance and a back alley give access 
to the building. A system of maintenance passages 
and catwalks connects the attractions public areas. 


Your team receives two new operatives for this 


mission. 


Fig. 6-27. You must reach the 


Objective hostages before their terrorist guards 


execute them. 


|. Rescue all hostages. 


| Tam Ulamer’s 
BRAINE OW Semm 
: 1 


_ 
41 
an af 


ID Wan egen 

Diffieultylevel _Terrorists Hostages ûther 

Recruit Il ï None 

Veteran Û ï None 

Elite U ï None 
Team Assignments 
Blue Team FOMA. zl BTA 
Operative Primary Secondary Slat 1 Blot 2 Uniform 
Chaner MP5-505 Ho Mark-50 Flashbangs Frag Grenades Urban Lioht 
Vacoby MP5-505 Ai Mark-âl Flashbaags Heartbeat Sensor Urban Light 
Red Team 
Operative Primary agcondary blat 1 alot 2 Uniform 
Koronha MP5-al5 Ho Mark-aD Flashbangs Frag Grenades Urban Light 
Naymand MP5-505 Ai Mark-5l Flashbangs Keartheal Sensor Urban Light 
reen Team ee ie B | RN 
Operative Primary secondary bat 1 slat 2 Uniform 
Walther MP5-505 Ai Mark-al Flashbangs Frag Grenades Urban Light 
Burke MP5-505 Ai Mark-al Flashbangs Keartheat Sensor Urban Light 
Gold Team 
Operative Primary aecandary Slot 1 dlat 2 Uniform 
Bogart MP5-505 A5 Mark-50 Flashhangs Frag Grenades Urban Linht 
Arnavisca MP5-al5 Ai Mark-50 Flashbangs Weartheat Sensor Urban Light 
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ground floor. 


Strategy 


| Fig. 6-28. Blue Team clears the catwalks overlaoking the 


This is a tough mission. The terrorists guarding the 


hostages have instructions to kill them if anyone 


dLLEmpLESs dà PESCUC, You must use the Sreatest Call- 


tion and stealth to infiltrare the amusement attrac- 


nan and CONVETBE Om the Art where the hostages 


are held. 
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There are catwalks and passageways above the 
ground floor. You must clear these of tangos prior 
Lao the rFESCUC, Use four teams In this mission: TWO 
can clear the carwalks and control rooms, while the 
other TO SECUrE the ground floor. EXCEPI for the 
hostage room. Then, when all teams are in posi- 
tion, all will take out the tangos near the hostages. 


Finallv. CSCOT che hostages Ke, saferv. 
be) 


Blue Team 
Blue Team must clear the catwalks suspended Fig. 6-29. Red Team makes its way 
above the attraction. Enter door | at code Alpha; then climb through the tunnels toward the 
Stairway À and walt far An her Alpha code. When hostages. 
it comes, rush into area 3-D. Theres one tango 
there and another at ground level vou can take out 
from above. 

Next, advance to 3-F, drop the tango there, and 
then make vour way toward 3-E. Hold at the pas- 
sage to 3-C and wait for Delta. When this code to 
rush the hostage area comes, run out into 3-C, 
take out the tango on the catwalk, and then do 
whar you can to help the teams below. Finally, 
make vour way through 3-D to stairway 3 and out 


to the extraction zone. 9 f 
| Fig. 6-30, Green Team clears out con- 


| Red Team trol room 1, overlaoking the area 


es eej ; " where tangos hold the hostages. 
Red leams job is to get the hostages to safery. 8 25 


b_ Thev enter door 3 ar code Alpha, and then wait 
outside the door to 1-C. When vou get another 
Alpha, rush in, vake our the tango guard there, hop 
1nto the WArer. and wade Lo the entrance Ko 1-À. 
Stay out of sight until vou receive code Delta. 
Then rush into 1-À and take out the guards. 
Concentrate an the DAO Lansos nearest the 
hostages; they have orders to kill them. Escort the 


hostages back through 1-C and out door 3 to the 


extracuon point. 


Fig. G-A1. Gold Team waits patiently 
for the other teams to get into pasi- 


Green Team 


| Green Team must secure the midlevel passageways to the control tion. When they get code Delta, they'll 
rooms. Enter the building through door 2 at code Alpha. rush in to kill the tangos in the room 
with the hostages. 
_ — - en, 
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Map 6-5. Operation:Ghost Dance, Mission 5 


stairs up 1 


insertion 
zone 1 


wooden 
walkway 


Legend 


@ =Terrorist 
(1) =Hostage 


…—] =Lacked Daar 
—” „Unlocked Door 


| 1-A _=Room Designation 
(First floor, first room) 


B =Shallaw Water 


zedpee This is a very 
* interesting level. 
\_ Take some time to 
ke. PF around and 


explore it. It's also 
great for multiplay- 


EN games. 


Ci 
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slairs up 2 
zlairs up Firate Ride stairs up 3 


EEE 


E 


Stairs Up & 


Rm 


stairs up 6 


slairs up 5 


extraction 
zone 


Immediately head up stairway 4 and over to control room 2. 


Take out the tango there, and then run back to control room 

|. Wair outside the door unul you get code Delta; then enter 
the control room and clear it. The tango there may leave before 
you get the Delta code, so just take him out. Then you can 
make your way back to the extracton zone. 


Gold Team 

Gold Team provides support for Red Team. Enter door 1 at 
code Alpha. Then move over near the door to room 1-B. At 
the next code Alpha, enter the room and take out the tango 
inside (if Blue Team hasnt already). Then move over near the 
pirate ship and wait for cade Delta. This tells you to rush into 
room l-À and take out the terrorists before they can kill che 
hostages. Follow Red Team out through 1-C and cover their 
rear all the way to the extraction zone. 


GUIDE 
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5, cont. Operation:Ghast Dance, Mission 5 


stairs up and down 2 | 
stairs up and down 1 | 


| 


| 


Legend 
TD) =lerronist zl airs dawn ä 
| zlocked Door 


_—” slĳnlocked Door . EE 


1-A _=Hoom Dezignation 
(First floor, first room) 


cantral 77 
raam Q 


stairs dawn 6 
stairs down 5 Í slairs up 6 


| 


Notes 

[he key to this mission is timing and stealth. Most 
of the guards arent all char alert. Use heartbeat 
sensors to locate them before entering a room. 
Dont use frag grenades or tlashbangs; they Il only 


mi 


give vou away and provoke the tangos to execute 
the hostages. 
This mission uses several Go codes. The first 


code Alpha orders all four teams to enter the 


building. The second Alpha sends Blue, Red. and 

( old teams into arcas w here ther’ run into tan- Fig. 6-42. Red Team leads the hostages 
E ten AP : 4 . : k = maaabeli and Gald Te: fal- 

sos. Green leam has a bit farther to travel and so neednt wait tor from the building and Gold Team fo 

rie Ln id f laws clase behind. 

this code. The final code, Delta, is che signal for all teams to con- 

verge on tangos wich shots ar the hostages. While Gold and Red 

concentrate on the tangos In the room with the hostages, Blue 

clears the cacwalks above and Green secures the control room 


OVE rlooking the KCENE, 


eeens PAOTER DUN CREE Ee D 
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stairs down 1 


Legend Né 
stairs down 3 


@ =Terrorist 


_—] =locked Door 
_—” =Unlocked Door 


T-A =Room Designation 
(First flaor, first room) 


stairs down 6 
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MISSION 6—OPERATION: 
BLUE SKY 


08050 0140 
Hungary 


Mission Orders 
The Phoenix Group has seized a dam on the bor- 
der between Hungary and Slovakia and threatens 
to destrov it. One of the terrorists, a Dutch stu- 
dent named Roland Kunst, will rurn informant if 
vou can bring him out alive. 

Surveillance indicates that explosive devices 


have been placed deep inside the dam. WF che ter- 


rorists learn of the team's presence they'll detonate 


Fig. 6-43. Three bombhs have heen 


the devices using triggers scattered throughout the area. Kunsts 
paratelv. deep within the Ee fe he 5 
placed separately, deep within the last communication indicated hes hiding in the dams upper 
dam. Your Le ams MUSI disarm them ee 

before the tangos can set them off. levels. 

Your team will be inserted on the Slovaktan side of the river. 


Two new operatives are assigned to your team for this mission. 


Objectives 
|. Rescue Roland Kunst. 
). Prevent bomb detonation. 


Mission Data 

Diffieultylevel _Terrorists Hostages Other 
Reernit 4 | d Bombs 
Veteran JÛ Ì } Bombs 
Elite dl Í d Bombs 


ee mn In, 
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Team Assignments 


Blue Team 
Operative 
Chaver 

Yacoby 


Red Team 
Operative 
Noronha 
Raymond 


Green Team 


Operative 
Wallher 
Beckenbauer 


Gold Team 


Operative 
Bogart 
Morris 


Primary Secondary slot Slot2 Uniform — 
MP5-505 A Mark-50 Frag Grenades flashbangs Urban Medium 
MP5-505 A Mark-50 Frag Grenades Heartbeat Sensor Urban Medium 
Primary Secondary Sti Sh? _ _ Uritom 
MP5-505 A Mark-5D Frag Grenades Flashbangs Urban Medium 
MP5-505 Ai Mark-5D Frag Grenades Hearlheal Sensor Urban Medium 
Primary Secondary Sti Sht2 __ Uritoem 
MP5-505 Ab Mark-5D Frag Grenades fashbangs — Urban Heavy 
MP5-505 4 Mark-50 Heartbeat Sensor Demolitions Kil Urban Heany 
Primary Secondary St Sht2 __ Unierm 
MP5-505 4 Mark-5l Fran Grenades flashbangs Urban Heavy 
MP5-505 4 Mark-5l Heartbeat Sensor Demolilians Kil Urban Heauy 


Strategy 

This mission isn't difficult if you plan well. Rescuing 
Roland Kunst is your top priority. He has valuable 
information, possibly worth more than the dam 
itself. However, you also must prevent the terrorists 
from blowing the dam. To accomplish all chis, you'll 
need four teams. Two teams will defuse the bombs 
while a third prevents the terrorists from deronating 
them before they can be disarmed. The final team 


Fig. 6-3á. Be wary: danger lurks in the will get Kunst out of the dam to safety. 


stairways. Dont let a tango surprise 
you. 


TEM CLANEN' 


The enemy isnt really expecting you, so you have an advan- 
tage. Also, the dam consists of long, narrow passageways and 
tunnels, as well as large rooms. [his makes the operation a bit 


easter, because vou can take some long shots. 
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Give each team a heartbeat sensor to prevent the enemy sur- 
prising, them. Use silenced weapons to prevent triggering an 
alarm that could lead the terrorists to blow the dam. Once the 
detonator is secured, however, teel free to use flashbangs and 
grenades. 

Be cautious as you descend the various flights of stairs. 
Tangos patrol some of them. Often it's a good idea to sidestep 


the COMnErs 50 VOUTE not surprised. 
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Map 6-6, cort Operation:Blue Sky, Mission 6 
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Finally, vou needn't ger all vour operatives out of the dam. 
After vou've gotten Kunst out and disarmed the bombs, che 


mission ends. 


Blue Team 
Blue Team is the best team to control. Its job is to get down to 
the detonator as quickly as possible, and to clear a path for the 


LCAS that follow. 
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All teams begin in the tunnel to the dam. 
Approach the dam carefully. To the right ot the 
tunnel entrance is a small concrete building with a 
stairway down to the water. Atop the building is a 
tango. Take him out, as well as another tango at a 
distance. The dooi La the Stairway 15 lacked, 50 
you ll have to pick it. The stairs take you to level 


14. Advance along the pathway to stairway 3. Take 


out the tango patrolling near the center of che 
dam. Pick the lock to St through the door and Fig. 6-35. Blue Team clears out one af 
then descend the staurs. the large rooms. 
You'll meert at least one tango on the way down. Eliminate 
him before he can get off a shot. Continue down to level 2 and 
hold at che stairway for code Alpha. Next, move out into room 
2-B and take our the tango near the detonator. There's another 
tango up on the turbines. Guard the detonator unul vou 


receive another Alpha code. 
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Fig. 6-46. Guard the detonatar sa the 
tangos cant set off the bambs. The 
best way to prevent this, however, is to 


hunt dawn the tangos in the arca. 


Fig. 6-37. Kunsts information abaut 


the Phoenix Group 15 marc precious 
than the dam and hus safety 15 Four 


main objective. 


Your next task is to clear che tunnels on this 
level, especially those to room 2-D, where a bomb 
is located. This makes Green Teams job a bit easi- 
er. When you've done this, head down stairway á 
to level 1. Now you must clear the way for Gold 
Team. Go through room 1-B and down the tunnel 
ta 1-C. Hold for code Alpha before you reach the 
rooms first entrance. A tango is stationed at each 
room entrance and two more wait inside. After 


vou clear the room, your mission ends. 


Red Team 

Red Team's task is to find Kunst and get him out of the dam. 
This is the only team for which you must plot an escape. Hold 
in the tunnel unul you receive code Bravo. Then go down 
stairway 4 to level 14, across the path to stairway 3, and down 
to level 10. Blue Team has cleared the path to this point. Hold 
in the stairway for another Bravo code. When it comes, move 
out into the passage. Two tangos should confront 
you as you advance down the long corridor to the 
catwalk leading to room 10-A. A third waits on 
the cacwalk. The heartbeat sensor will cell you 
what's around the corners. From the carwalk, you 
can see levels 2 and 6. Feel free to take out any 
tangos you can get In vour sights. 

You'll find Kunst in room 10-A. Escort him as 
quickly as possible to the extraction zone in the tun- 
nel. Follow the same route you took into the dam 
and you should have no trouble. Wait in the tunnel 
for the other teams to complete their assignments. 


Green Team 

Disarming two of the bombs is Green Team's task. Be sure chis 
team includes a demolitions specialist wich a demolitions kit. 
Hold in the tunnel for code Charlie, and then follow Blue 
[eams path down to level 6, using stairway à. Hold in the 
stairway for a second code Charlie. Then move out into the 


passageway toward area 6G-B. The bomb is next to the turbine 
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nearest you. Before disarming it, take out the 
tango patrolling the area, as well as another one 
standing on the turbine. 

After disarming the first bomb, walk to stairway 
2 and descend to level 2. Hold in the stairwav 
until vou get another Charlie code. Now advance 
quickly through area 2-A to room 2-D. You ll 
encounter a few tangos along the way, bur Blue 
Team should have cleared most of them tor vou. 
Disarm the second bomb and then wait for Gold 
Team to take care of the third. Your mission is 


OVC. 


Gold Team 

Gold Team is the other bomb team. Hold in the 
tunnel for code Delta. Then advance down stair- 
way 3, following Blue Team's path, to level 2. Hold 
for another code Delta, and then make your way 
to stairway 6. Descend to level 1 and wait outside 
room Ì-C for the third Delta code. You Il Hel It 
after Blue Team clears the room tor you. Then 
enter and disarm the bomb there. If the other 
bombs were disarmed and Kunst taken to satety, 


your mission should end. 


Notes 

For this mission, you need control only Blue 
Team. The computer can run the other three 
teams successfully if vou plan well. While the other 
three teams hold in the tunnel, Blue Team clears a 
path to stairway 3 on level 14, and then takes out 
tangos on the way down to level 2. Once youre in 
the stairwav, give codes Bravo, Charlie, and Delta, 
with about 10 seconds berween them, so the three 
teams wont get stuck in the stairway. When Red 
Team awaits Bravo, give the code so they can begin 
their rescue of Kunst. You need no longer concern 


vourself with that objectuve. 
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Fig. 6-40. Four tangos guard the final 
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Fig. 6-38. Take out the tango guarding 
the bomb near the turbine. Use Sniper 
view to get a geod aim at long range. 


Fig. 6-39, Disarm the last bomb to 
complete the mission. 


bomb. The last is right next to it. 
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ve Jf a demolitions team 

k cant complete its task, 
“you can control the other 
tent nd manually 
disarm their assigned 


bam bss. 


Fig. G-ál. The leaders will try to make 
a break for the HMV. Kill them before 
they can escape with the biolagical 
agents. 


As soon as Blue Team reaches level 2, go ahead and give 
code Alpha; then vou can secure the detonator. Give code 
Charlie to Green Team so they can advance to disarm bomb 2 
on level 6. When they finish, they'll continue down to level 2 
via stairway 2. As thev disarm the first bomb, Blue Team can 
begin clearing the tunnels on level 2. 

By the ume Green Team is holding tor Charlie, che path 
will be safer for them and for Gold Team. Give both codes 
Charlie and Delra, and then take Blue Team down to level 1 to 
clear out room 1-C for Gold Team. Next, give the final Delta 
code and wait for Gold Team to disarm the last bomb and 
complete the mission. 


MISSION /-OPERATION: 
FIRE WALK 


03.10.00 0700 
Idaho 


Mission Orders 
The Phoenix Group is operating a secret biological 
warfare installation in southern Idaho. The team 
must secure the compound with minimal casual- 
ties. Lechal biological agents may be present within 
the main laboratory building. Breach of biosuit 
integrity in this environment may result in death. 

You'll be inserted over the wall in the rear of the 
compound. If they detect your presence, Phoenix 
members carrying virus samples will try to escape 
through the front gate, so secure this area first. 

[F YOU ALLOW ANYONE TO LEAVE THE COM- 
POUND, YOUR MISSION FAILS. 

Intelligence indicates the compounds ocecupants wont 
expect an attack. They probably will be unarmed, offering little 


resistance. 
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Objectives 
1. Kill all terrorists. 
2. Prevent both leaders from leaving. 


Mission Data 

Difficulty Level Terrorists Kostages Other 
Recruit Fi Û |MY 
Veteran | Û |MY 
Elite ij Û |M 


Team Assignments 


Blue Team 

Operative Primary Secondary olaf 1 slat 2 Uniform 
Hanley GAR-I5 46 Mark 2 frag Grenades Fray Grenades Biosuil 
Raymond GAR-I5 A5 Mark 23 fran Grenades eartbeal Sensor Biosuil 
Red Team 

Operative Primary decondary alat 1 alat 2 Uniform 
Burke GAR-I5 Ai Mark 23 Frag Grenades frag Grenades Biasuit 
SWEENE GAR-I5 Ai Mark 23 Frag Grenades HeartbealSensor _ Biesuil 
Green Team 

Operative Primary Secondary Slal 1 Slot 2 Uniform 
Arnanisca M-16A2 Ai Mark 20 Frag Grenades Frag Grenades Wood Heany 
Maldini M-16A? 45 Mark 23 frag Grenades Keartheal Sensor Wood Heany 
Gold Team 

Operative Primary Secondary slat 1 alat 2 Uniform 
Wan Ki-16A2 Ai Mark 23 frag Grenades frag Grenades Wood Weary 
Vacoby M-1647 Ab Mark 23 Frag Grenades Weartheat Sensor Wand Heany 
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Map 6-7: Operation:Fire Walk, Mission 7 
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Strategy 
This is a tough mission. [he briefing states that youre unex 
pected and can rake the camp without firing a shot. Thar intel- 
ligence is extremely faulty. Not only will the tangos fight back, 
but they all wear body armor. You must pull out 
the heavy artillery. All vour operatives should carry 
either the CAR-15 or the M-16A2. These will give 
vou a bit more punch than the MP5 models. The 
silenced submachine gun would be nice, but the 
SUrprIse would be short-lived. 

This mission requires tour teams. Although the 
briefing doesn't state it, another mission follows 
immediately after this one. Because it follows up in 


the same arta, VOL MUSE USC the STI operatives, 


GO choase good OCS. Those WOL used in the last N 2e z 
: Fig. 6-42. The lab contains dangerous 


mission may be farigued, lowering their abilities. Be sure to biological agents. All operatives enter- 
take eight operatives: vou dont know what vou ll be up against ing the lab must wear biosuits. 


in the next mission. 

One of the missions four teams will cover the main gate to 
prevent escapes. The second team will clear the two smaller 
buildings. The remaining two teams will enter the lab and kill 
gerous biological 
rents, all operatives who enter it must wear biosuits. [hese are 


evervone inside. Because the lab contains dan 
ag 
not very protective against bullets and a puncture 
can mean death. Therefore, vou must exercise great 
caution inside the lab. Use heartbeat sensors to 
locate hiding tangos. Throw frag grenades as much 


as possible to kill tangos around corners. 


Blue Team 


Blue Team is your main lab infiltrator. Advance 


next to building Ì and hold for Alpha code. Then 


move up to door 1 of the lab and wait for a second 


Alpha. This is che go to enter the lab. Theres a Fig. 6-43. Blue Team must move 
through decontaminating rooms with 


tango in room 1-E. Throw a frag erenade around the corner to s E 
a bö 5 spray to find and kill all the terrorists. 


take him out. Then wait for other tangos to come and investi- 


gate. he heartbeat sensor enables vou to see them before they 
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Fig. 6-44. Throw frag grenades at tan- 
gos hidden behind corners or lockers. 


come into visual range. Mow them down with your rifles as 
vou await a third Alpha. 

Throw a frag grenade into 1-J to take our the tango hid- 
ing behind the locker; then advance toward 1-B. A 
tango is stationed in 1-D, bur he probably was 
killed in the hallway when he came to see what was 
happening. The same goes for the tango in 1-B. 
(He may be there or you may have killed him 
already.) Continue around to 1-À, and then 
through the disinfecung spray to 1-C. Here youlll 
find one or two tangos. Dispatch them quickly 
with a frag grenade or full-auromatic bursts. 
Advance to room 1-H and hold for Alpha. There 
are vwo tangos in 1-G, Sidestep out of 1-H, shoot 
out the glass window of 1-G, and throw in a frag grenade. 
Carefully approach room 1-K and do the same to the tango 
inside. A final tango waits in hall 1-L. Kill him and exit che lab. 


Red Team 

Red Team is the other team to enter the lab and so needs pro- 
tective biosuits. At the beginning, head to the compounds 
northeast corner, and then advance down the other side of the 
lab until you have a view of the loading dock from the side. 
Wait there for code Bravo. Shoot any tangos that come out of 
the loading dock before they can escape in the HMV. 

When you receive code Bravo, enter the loading area (1-1) 
and hold in the doorway to hall 1-F for another Bravo code. 
Shoot any tangos that come into your sights. Use the heartbeat 
sensor to monitor tangos out of your visual range. When you 
ger the next code, advance to room 1-J, careful to take out any 
tangos hiding in there. Pause there unul you get ver another 
Bravo. Enter room l-L through the spray room and take out 
the tango there. You can take out the tango in 1-K through the 
window, as well. Use caution when rounding the corner: the 
two tangos in room 1-G will have a shot ar you. Take chem our 
and wait for Blue Team to meet up with you. 


Pan: 
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Green Team 


Green Team's task is to clear the other two build- 
ings in the compound. Advance down the west 
wall past building 2. Turn east to take out a tango 
nexr m0 the lab loading dack. Hold for code 
Charlie. Another tango patrols the center of the 
compound. Drop him as he comes into view. 
Using the heartbeat sensor, locate the two tangos 


un building 2 before entering. If they're not in the 


first room when vou enter, then throw trag DINE Cena lesen 1:G 


grenades through the doorways to kill them where they hide, have a clear shot down the hallway. 
When the building is clear, head to building 1. One of the Either shoot them first or shoot out 


s the window and throw in a frag 
tangos may have come out the door to investigate the gun- 


grenade to eliminate them. 
shots. Drop him. Otherwise, use caution as you 
approach the door and when you open it. Lhrow a 
frag grenade into the corner of the room where the 
tangos are, and then rush in to finish the job. You 
can also try throwing a grenade through the win- 
dow. Hold outside building 1 and cover door Ll of 


the lab in case anv tangos try to escape. 


Gold Team 


Gold Team covers the main gate to prevent tango 


leaders from escaping wich biological agents. 


Fig. 6-46. Green Team clears building 1. 


Advance down the west wall to the south corner; 
then move east to the edge of the garage, where 
vou have d good VIEW ot the loading dock, the 
HMV, and the area between. This is vour killing 
ground. Shoot any tangos in this area to prevent 
their escape. Thar is all you have to do in this mis- 


sion. 


Notes 


You should begin in control of Green Team. The 


two small buildings must be cleared before Blue 
B Fig. 6-47. Gold Team covers the main 
ES 3 Ô gate to make sure no one escapes from 
these buildings can fire through the windows at vour opera- the compound. 


‘Team approaches the lab, because the tangos In 


tives. Give Charlie codes so Green can clear building 2, and 
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then building 1. Gold Team automatically will go to its post 
and rake out any tangos attempting to leave. Red Team also 
has a goad field of fire into this area from the other side of the 
lab. When Green Team finishes its job, give cade Alpha for 
Blue Team to approach door 1 of the lab. 

Mow take control of Blue. You can do a better 
job than the computer for this next difficult task. 
Give code Alpha again to enter the lab. Code 
Bravo tells Red Team to enter the lab through the 
loading dock. Together, you should be able to 
catch several tangos in a cross fire. Once Blue 
Team clears 1-F and 1-J, give Red another Bravo 
code and have them wait in 1-J while you take 
Blue Team through the rest of the lab. 


‘This mission leads into the next. Any operatives 


Fig. 6-48. Inside the lab, you'll find wounded or fatigued in this mission will remain so 
humans being used as test subjects for 


„UE in the next. Therefore, it is imperative you keep vour people 
deadly biological weapons. s 


safe and healthy. 


MISSION 8-OPERATION: 
WINTER HAWK 


08.10.00 0600 
Idaho 


Mission Orders 

Leaders of the Phoenix Group's Idaho operation have fled to a 

local airstrip. They re believed to carry dangerous biological 

agents and probably will attempt to leave the area by airplane. 
You'll approach the airstrip from behind the control tower. 
Time constraints limit vou to the team employed an the 

preceding mission. 
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Objectives 
Í. Kill all terrorists. 
2. Prevent both leaders from escaping in the plane. 


Mission Data 

Difficulty Level Terrorists 
Recrui (0 

Veteran il 

Klile 1 


leaders 


{ 


Team Assignments 


Blue Team 

Operative Primary 
Hanley GAR-Io 
Raymond GAR-I5 
Red Team 

Operative Primary 
Burke GAR-là 
GEENEN GAR-15 
Green Team 

Operative Primary 
Arnavista GA-I5 
Maldinl GAR-I5 
Gold Team 

Operative Primary 
Wan GAR-I5 
Vacoby GAR-I5 


Secondary 
Hi Mark 2d 
Ai Mark 29 


Secondary 
45 Mark 2d 
45 Mark 23 


Secondary 
Ai Mark 23 
Ai Mark 23 


Secondary 
Ai Mark 23 
Aa Mark 23 
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Frag Grenade rag Grenade 
Fran Grenade Heartbeat Sensor 
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fran Grenade Frag Grenade 
rag Grenade Keartheat Senser 
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rag Grenade frag Grenade 
rag Grenade Hearlheal Sensor 
lat 1 Slal 2 

frag Grenade frag Grenade 
Fray Grenade Heartbeat Sensor 
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Uniform 
Wood Heany 
Wood Heany 


Uniform 
Wood Heary 
Wood Hears 


Uniform 
Waod Heany 
Waad Heany 


Uniform 
Woad Heavy 
Wood Heavy 
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Fig. 6-49. 
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Fig. 6-50. 
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You must kill both leaders 
before they can escape in the business 


Take out the terrorist in 


room 1-A with a lang-range shar 


through the window. 


Fig. 6-51. 


Take Lel when taking Out 


the leader. He's armed with d pistol. 
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Strategy 
Strategy for this mission is fairly simple, but the 
execution can be tough, due to the wide-open air- 
field and large hangars. Twa of your teams must 
cover the airfield to prevent the Phoenix Group 
leaders escape. The leaders wear white lab coats 
and will try to escape as soan as they hear shoot- 
ing. Kill them quickly. If they reach either the 
Hawker business jet or the Cessna, the planes will 
take off wich them. The other vwo teams must 
clear the hangars and the airport building. Use all 
the frag grenades you want: vou must kill all tan- 


g0s LO complete thus mission. 


Blue Team 

Blue Team must clear the building. This is the 
toughest task, so you should do it vourself. From 
the insertion zone, move east to the northeast cor- 
ner of hangar 1. Wait for Alpha, and then run 
toward door 1 of che building. You should be able 
to shoot through a rear window and take our a 
tango inside room 1-À or in the hall. Open the 
door and rush in. There are one or vwo tangos in 
the front room (1-D). Throw a frag grenade 
around the corner to take them our. The leader is 
in room 1-C, if he hasn't tried to get away already. 
He has a pistol, so use caution in killing him. 
One last tango waits upstairs. He has a good field 
of view over the airfield, so you must take him 
out before your other teams can operate in the 


open. Caretully ascend the stairs and drop him. 


Red Team 

Red Teams job is to clear hangar 1. Ar che start, 
advance to posivion the team just around the cor- 
ner from door 1. At Alpha, rush into the hangar 
and take our the rwo tangos—one on each side of 


the plane. If you see only one, the other may be 
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Map 6-8: Operation:Water Hawk, Mission 8 
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up on the carwalk above the plane. When the 


hangar is clear, exit through door 2 and run to the 
building. Take up a position around the corner 
from door 2. From there you can cover the 
Hawker business jet on the tarmac and prevent 


the group leaders from reaching It. 


Green Team 


Green Team's task is ta cover the airport building 
Fig. 6-52. Red Team must clear hangar and prevent anyone from reaching the Hawker 
L. Ie holds only twa terrorists, but the business jet. At the beginning, move to a spot 
large building, can be a deathtrap if around the corner from door 1 of hangar 1. 
vau're not careful. Nie 5 î 
Cautiously advance to the other side of the large 
hangar door at code Alpha. From there, shoot any 
tangos out on the tarmac in front of the airport 
building and any tangos headed for che planes. 
Hold this position unul you receive code Charlie. 

Then run to door 2 of hangar 2. At code 
Delta, throw in a frag grenade, and then rush in 
to clear the room of tangos. There are vwo inside, 
along with a leader, if he hasn't tried to escape 
already. 


Fig. 6-53. Green Team can cover door Gold Team 
2 of the airport building and shaat 

anybody who ErIcs La make Ki | break far 
the planes. prevent anyone from escaping in the Cessna out- 


Gold Team must cover the airfield’s south side and 


side hangar 2. Ar the beginning of the mission, 
run south toward the Cessna to a point near the 
container. At Alpha, approach door 1 of hangar 2. 
Hold several meters from the door. Kill any exit- 
ing tangos, as well as any you can see on the tar- 
mac. At code Delta, throw a frag grenade in door 
| of the hangar and enter to clear it out. Use cau- 
ton: Green Team will enter the hangar from the 


OL her door. 


Fig. 6-54. Gold Team enters hangar 2 
to clear it. 
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Notes 


The key to this mission is to cover the airfield and prevent any 
leaders escape. Do this, and you can take your time mopping 
up the tangos. You should only have to control Blue Team; the 
others can manage on their own it they get good orders during 
planning, 

At the beginning of che mission, all teams move into their 
jump-oft positions. Give code Alpha and Red Team will rush 
hangar 1, while Green and Gold Team move to where they can 
cover the two aircraft. After Red Team clears the hangar and 
takes up a position covering the tarmac and door } of the aur- 
port building, give code Charlie and send Green Team to help 
clear hangar 2. At code Delta, both Green and 
Gold will rush the hangar. 

Although rushing all the buildings is an active 
strategy, you also can take a passive course of 
action for the mission's first half: Kill all che tangos 
outside the buildings and cover the doors. When 
the leaders or other tangos come out to investigate 
or escape, take them down. [hen mop up strag- 


glers in the buildings. By now, tew tangos will 


remain, and vour breaches will be safer. 


Fig. 6-55. Gold eld ne work 
MI Ss Ss 0 ON Q—OPERAT ION . together to clear hangar 2. 
RED WOLF 


03.13.00 fo00 
Brussels 


Mission Orders 

Members of a British neo-Nazi terrorist organization have 
seized control of the central European mint during a celebra- 
tion honoring the first production run of the new European 


currency. They hold several dignitartes hostage in the mins 


vault. 
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Belgian authorities have cordoned off the area. You'll be 
inserted near the mint's main gate. Return there after you free 
the hostages. 


Your team has two new operatives for this mission. 


Objective 
|. Rescue all hostages. 


Mission Data 


Difficultylevel _Terrorists Haostages Other 
Recruit q d None 
Veteran | d None 
Elite 1] l None 


Team Assignments 


Blue Team 


Operative Primary Secondary sot _____ sht2 Uniform 
haver MP5SD5 A5 Mark àl fran Grenades flashbangs Black Medium 
Arnavisea MP5s0s A5 Mark 5D fran Grenades Weartheal Sensor Black Medium 
Red Team | rn 

Operative Primary Secondary alat 1 alat 2 Uniform 
Walther MP5505 Ah Mark 50 Frag Grenades flashhangs Black Medium 
Maldini MP55D5 Ai Mark 50 Frag Grenades Hearlheal Sensor Black Medium 


Strategy 


This is a tough mission. Although there arent thar 
many tangos, they're positioned to ambush intiltra- 
tors. You could complete this entire mission wich 
only one team, bur its better (and safer) ta use 
two, due to the physical structure of the pressing 


room, where the money is printed: The second 


floor, which forms the ceiling of the first, is made 

En | a ef up of steel bars. Tangos at the top can fire down at 
Fig. 6-56. You must ee digni- vour team, or, if youre on top, enemies below can 
taries the neo-Nazis hold hostage in fire up at you. Therefore, one team must clear the bottom 


hus Beli int. £ _— « 2 
mm eran while the other clears the top. The first team will enter through 
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Map 6-9: Operation:Red Wolf, Mission 9 


Flint 
stairs up 1 
— . 


\ Dh 


Main 
Entrance stairs up 3 


stairs up 2 
printing presses 


1-D iel 


stairs down 1 


T) ze 


stairs à 


u 


printing presses 
09 


___2H 
== stairs down 


ZAS 


open to 1st floor 
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@, =Terrorist 


—] =locked Door 
…—” sUnlocked Door 


T-A =Hoom Designation 
(First floor, first room) 
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the front and clear a path for the second team. 
which will go in and rescue the hostages. 


Blue Team 

Blue Team enters the mint through door 2 on the 
side. This is vour hostage rescue team. Hold at the 
door for code Alpha. Enter room 1-B, and then 1- 
C. A tango dressed like a security guard patrols 


the loading dock. Take him out before entering 


Bie Bar The Maar of tha ween level of dua prius the room. Advance to the loading dock and hold 
room can be seen (and fired) through. by the door to 1-D undl vou receive another code 
Alpha. Then rush into the room. Take our the sin- 
gle tango on this floor and any on the next level 
you can see through the ceiling. Take care not to 
shoot at Red Team, which is clearing the level 
above vou at the same time. 

Climb stairway 3, and then walk to the door- 
way to 2-H. Wait for another Alpha code. Next, 
take out the tango close to the door; then sidestep 


in to take out the second tango hetore he can 


shoot the hostages. You must act quickly and 
Bli GER. Des Salet wl aa tale ori lin pand arie shoot carefully. Use Sniper view for better aim. 
loading dock. He may look like a security guard, but he's Fire only a three-round burst or the spread may 
really à terrorist. hit the hostages. Run to the hostages, escort them 
from the mint the way you entered, and return to 


the extraction zone. 


Red Team 

Red Team must clear the second floor of the press- 
ing room for Blue Team. To get there, they must 
enter through the front door. Hold at door 1 for 
code Bravo. Use the heartbeat sensor to see where 


the tangos are positioned inside the first room. 


Then open the door and carefully move inside. 
Fig: 6:59. Blue Team prepures’to enter the rocm contain: Take our the guard standing behind or to one side 
ing the hostages. They must shoot quickly and carefully of the front desk. Another tango waits on the bal- 
to avoid hitting a hostage. Use three-round bursts to keep 


cony above. Be careful about moving out in the 
vour shots on target. 3 


open until you ve killed her. 


ze 
hull: TOM GLANCT'S KHAINEDW SIN - PEIMA'S DEFIGIAL STRATEENT GUIDE 
Ü. 


Rainpow " | 
AINBOWESIK 


Two more guards, one on either side of the 
entrance, may come to you if they hear a shot or 
see one of their number go down. Shoot them as 
they round the corner to the entrance. ft they stay 
put, you must go to them. Throw a frag grenade 
around the corner to take out one. Fhat will alert 
the other. Turn and take him down before he can 


get off a shot. 


e 


Wich the four tangos in the front part of the 


| Fig. 6-60, Take out the guard at the 
ond floor, and then go through rooms 2-A, 2-B, sther end of the lobby. This time he's off 


mint dead, head for stairway 1. Ascend to the sec- 


and 1C ta reach the door to 2-D. A tango at the to one side with his hack turned. Take 


him TUE before he knows what's happen- 


4 Gel 4 Bi E. at E e rs nn - 
end of 2-E looks right ar the doorway. Throw a EN 


frag grenade around the corner. When it goes off, 
rush in, shooting. If the trag grenade doesnt kull 
the tango, it will stun him, at least, and get VOU 
through the doorway to drop him with your sub- 
machine gun. 

Quickly move to room 2-F, Sidestep to the 
doorwav to take out the two tangos along the 
outer wall. You must get the one next to the door- 
wav to room 2-H. Hell run into the hostage 
room, if vou let him, making the rescue more dif- neen En _ 
ficult. Two more guards patrol the other wall. Take Fig. 6-61. The guard at the far end of 

Se En ; room J-E waits to ambush your team. 
them down. and then wait for Blue Leam to come ze e 
3 Throw a frag grenade around the corner, 
upstairs and rescue the hostages. On their way Our, and then rush in, guns blazing; 
give code Bravo and run out after them to protect 


their rear as they leave. 


Notes 

Control Red Team. Reaching the second floor is 
LrIC kv. The first Bravo code gives val the go [0 
enter the front doors, the second to advance into 
the lobby. Give Blue Team the Alpha code to enter 


the back door as you go in the front. Give another 


Bravo code before taking out the guard in room 
2-E. Once this room is clear, give code Alpha so Fig. 6-62, If you don't act fast enough as 
C vou enter the hostage room, the tango 


Blue team will enter che first floor of the pressing oa ben ee 
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room as you clear the top. Another Alpha code brings them up 
the stairs while you hold for a Bravo. The final Alpha sends 
Blue in to get the hostages. Chavez is a goad shot and will be 
sure to hit the terrorist and not the hostages. Give the last 
Bravo code as Blue heads down the stairs and get both teams 
to safery along with the hostages. 

[f you feel like a challenge, play chis mission as a single 
operative. Follow Blue Team's path. However, in the pressing 
room, take our all the second-floor guards from below. Warch 
out for the guard in room 2-E, He has a shot at you as you 
come up the stairs. 


MISSION 10-OPERATION: 
RAZOR ICE 


03.13.00 2300 
oduthampton 


Mission Orders 
Members of the Phoenix Group have kidnapped 
Dr. Catherine Winston and taken her to a ship 
anchored in Southampton Harbor. The harbor 
patrol has blockaded the vessel to prevent it from 
sailing, bur Phoenix members have a bomb 
onboard and threaten to destroy the ship if they re 
not allowed to leave. 

Surveillance indicates they hold Dr. Winston in 


Fig. 6-63. Dr. Winston is in the engine room, on the the engine room. Nao intelligence is available for 


ship's first level. 


the location of the explosive device. Given your 

limited time, you should make no ettort to find ir. 
During vour assault, make certain none of the hostiles raises 
the alarm. The group leader has barricaded himself in the bow 
of the ship and will trigger che bomb if he learns of your pres- 


ence,. 
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Your team will be inserted by inflatable boat at the stern of 


the ship. Rendezvous there for extraction after vou achieve 


vour objective. 


Objective 


|. Rescue Dr. Winston 


Mission Data 
Difficulty Level 
Keernil 

Veteran 

[lite 


Team Assignments 


Blue Team 


Operative 
Charel 
Filator 


Red Team 
Operative 
Hanley 
Aakozanka 


Green Team 
Operative 

Wallher 

Raymond 


Gold Team 
Operative 
Bogart 

Arnavista 


Terrorists 
Il 
ĲJ 
Ù 


Primary 
MPa5dò 
MP5s05 


Primary 
MP5sDs 
MP5sDs 


Primary 
MP5SD5 
MPSSD5 


Primary 
MP5505 
MP5S05 


Kostages 


GEGOndary 
Ai Mark 5D 
Aj Mark ol 


secondary 
Ai Mark 50 
Hä Mark 5D 


Secondary 


4 Mark Sl 
Ab Mark Sl 


oecondary 
Aa Mark àl 
Ai Mark àl 
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Other 
| Bomb 
| Bomb 
| Bomb 


Slot 1 
Emply 
Heartheal Sensor 


Slat 1 
Empty 
Heartbeat Sensor 


blat 1 
Empty 
Hearlheal Sensor 


Slot 1 


Emply 
Hearlheal Sensor 
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Slot 2 
Empty 
Emply 


lat 2 
tmply 
taply 


slat 2 
Empty 
Engl 


lot 2 


tmply 
taply 


Uniform 
Urhan Median 
Urban Medion 


Uniform 
Urban Medium 
Urban Mediam 


Uniform 
Urban Breach 
Urban Breach 


Uniform 
Urban Breach 
Irkan Breach 


Ds 


‚Tom Clancy's 


AINBOWSSIX 


Ë 


Map 6-10: Operation:Razor Ice, Mission 10 


“Orca Smile” 
ladder up 


passage down Legend 


@) =Terrorist 


(#) =Hostage 
=Locked Door 
=Unlocked Door 


=Hoom Designation 


zie (First floor, first room) 


Strategy 

There are a lot of tangos on this ship, bur you needn't kill chem 
all ro complete the mission. In fact, avoid them as much as possi- 
ble so they don't alert their leader, who will detonate the bomb 
and blow up the ship. Dont waste tme looking for the explosive; 
by the time you find it, che leader will have ser it oft. You need 
only get down to the engine room, and then escort Dr. Winston 
to safery. 

You'll need four teams. One will rescue Dr. Winston. The 
others will clear part of the path for the rescue team and cover 
their route of egress. Stay as stealthy as possible, using silenced 
weapons only; leave all grenades behind. Each team also should 
carry a heartbeat sensor. The cramped quarters make ambushes 
deadly threats. Use the sensor to locate tangos before they find 


vou. 
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Map 6-10, cont Operation:Razor Ice, Mission 10 


insertion 


ee í 
en 
rt 


extraction 


etn: 
res, 


Legend 


7) =Terrorist 


=Hostage 
=Lacked Door 
=Unlocked Door 


AE | | „A _=Koom Designation 
dj stairs down Lj} (First floor, first room) 
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Map 6-10, cont: Operation:Razor Ice, Mission 10 


Legend 


| (7) =Terrorist 


(#) =Hostage 
_—] =locked Door 
_=Unlocked Door 


=Roum Designation 
(First floor, first room) 


=ladder Down 


stairs up 
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Blue Team 

Blue Team is the rescue team and the one vou 
should control. All teams begin on level 4, near the 
stern of the ship. There's a tango near area á-À. 
Take her out (if another team doesn't beat vou to 
ie). Wait ar 4-À for Alpha, and then follow Gold 
Team down passage 4-B to room 4-E. ['heres a 
tango in the passage, but Gold will take care of 
him. 

Hold for another Alpha in 4-E before continu- 
ing downstairs to the third level. Wait for a final Alpha ar 3-E 
When Gold and Green teams are in position and awaiting 
code Delta, rush down the passage to 3-C, through 3-B, and 
into 3-A. Two tangos stand near the ladder ar the rear of the 
room. Carefully sidestep from behind a crate and drop them 
both with a burst of automatic fire. Move to the ladder down 
to level 2. A tango on level 1 has a view to the botrom of the 
ladder, so instead of descending the rungs, grab che sides and 
slide down quickly. (Just step off the edge. It may seem like 
falling, but a trained operative wouldn't fall.) This way you 
arrive at the bottom in a hurrv and can bring up your subma- 
chine gun to take out the tango on the level below. 

Follow the catwalk around to the stairs and descend to level 
L, the engine room. Find Dr. Winston and escort her out the 
way vou came. Once you get up the stairs to level 4, give code 
Delta. This orders the other three teams to leave cheir positions 


and make their WAN DO the extraction zonc. 


Red Team 

Red Team's job is to secure level 4 and keep it safe for evacuat- 
ing the hostage. Ar the beginning of the mission, run out into 
area á-A. Take out the tango there if no one else has. At code 

Alpha, dash down passage 4-F to take out the tango there, and 
then make your way to 4-E. Cover the stairway against roam- 
ing tangos who may try to sneak up on the other teams. Hold 
there unul code Delta; then make your way to the extraction 


ZONC. 
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Fig. 6-64. Take care going around cor- 


mers. Tangos wait to kill you. 


| The terrorist leader is 


in the bow compartment 
of the ship on level 3. 
Stay out of there. He 
stands next to the bamb 
and will blow up the 
ship if you come in sight 
or if he hears nearby 
gunfire. You can accom- 
plish the mission without 
disarming the bomb or 
killing the leader, so 
dont take this risk. 
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Green Team 

Green Team is one of the guard teams for level á. 
Hold at 4-A unul you receive Alpha. Then make 
your way into room 4-C to take out the tango 
there. Continue to the stairway and down to level 
3. Hold position ar 3-F and shoot any parrolling 
tangos who venture into your line of sight. You 
must prevent tangos in the ships bow from getting 
to the hostage rescue team. Stay here until vou 


Fig. 6-65. You can kill the tango guard- receive code Delta, and then make your way back 
ing Dr. Winston from the base of the up the stairs to the extraction zone. 
ladder on level 2. Take her aut before Gold Team 


she has a chance to shoot you or execute Ee Kn E 3 j 
Eelen Gold Team is the third security team. Art Alpha, dash down 


passage 4-B, vaki ng out the tango on patrol, on into 4-E, and 
down the stairs to level 3. 

Continue toward the stern, clearing a path to 
area 3-D in the corner of che passage. You'll run 
into at least one tango as you advance. You must 
cover the passage and kill any tangos who enter it. 
There are tangos in the two rooms to the right, 
but dont risk going in after them: wait for them to 
come out, and then kill them. Hold at 3-D undil 
you get code Delta. This gives you permission to 
leave che third level and make your way to the 


extraction zone. following the path vou took on 


vour way In. 


Fig. G-hh. The tangos Cr thus ship art 


well-armed with automatic weapons. Red 
Team must secure level 4 and keep it safe 


for the hostage evacuatian. 


Fig. 6-67. Green 


Team is pesitioned 


to keep tangos in 
the forward part of 
the ship from inter- 
fering with the 
operation. Shoot 
anyone who comes 


into view. 
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Notes 

All teams start at the stern of the ship and advance 
immediately to area 4-À. Give code Alpha to send 
all four teams on their way. The three security 
teams— Red, Green, and Gold—will move to their 
posts, clearing a path as they go, and hold while 
Blue Team goes atter Dr. Winston. Blue Leam will 


wait on level 4 while che security teams advance. 


Give an Alpha code again to send Blue leam down 


to the third level and on to rescue the doctor. Once Fig. 6-68. Gold Team covers the center 
voure back at level 4 with the hostage, give code Delta and che of the ship from location 3-D, with 
si orders to kill any tangos who enter the 


3 eds ed area to prevent them getting to the 
For this mission, you should control Blue Team. Its task hostage rescue team. 


security teams will head back to the extraction zone. 


requires some precise tactics. The computer can handle the 
other three teams just fine, as long as you provide detailed 
instructions during the planning phase. The key to success in 
this mission is to stay quiet and take out only those tangos in 
vour way. Remember, the objective is to rescue Dr. Winston, 


not to wipe out all tangos on the ship. 


ke 
| 


Note id 
P 

| 

| 


| 


madvan This is another great 

k level for multiplayer 

Ee “games. The narrow pas- 
sages mid small compart- 
ments make it ideal fe a Fig. 6-69. The security teams return to 
setting up ambushes. In the extraction zone after receiving code 
room 4-A, the crates near Delta. 
the ladder have a small 


gap you can climb into. 


Lie in wait there for 
other players to pass by 
on their way to the 


ladder. 
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MISSION 11-OPERATION: 
YELLOW KNIFE 


08.23.00 0800 
Alexandria 


Mission Orders 
[Information provided by Dr. Winston links 
Presidential Science Advisor Anne Lang to the 
Phoenix Group. By bugging Langs home phone, 
RAINBOW may gain valuable information about 
Phaenixs plans. 

Lang lives in a walled estate outside Alexandria, 


Virginia. Armed guards patrol the grounds. The 


team must enter and leave the compound unde- 
tected to gather useful intelligence. 


Fig. 6-70, Five security guards protect pn : 
Anne Lang's home. If they spot you, the You ll be inserted over the wall ar che back of Langs proper- 
mission fails. 


cy and extracted from the same location. 

Your team has two new operatives for this mission. 

USE OF DEADLY FORCE [5 NOT SANCTIONED ON 
THIS MISSION. 


Objective 
1. Deactivate security. 
1. Bug upstairs phone. 
d. Bug downstairs phone. 
4, Get to extraction zone. 


MissionDaa DT 
Difficultylevel _Terrorists Hostages 

fecruil Ü [ | Bug 
Veteran 6 Û 1 Bugs 
Elite f Ü 1 Bugs 


u 
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Team Assignments 


Blue Team 


Operative Primary Gecandary slat 1 
lafgaist MP550s 45 Mark 50 

Red Team 

Operative Primary becandary slat 1 


DuBarry MP550s 45 Mark Sl 


Strategy 

Because you dont have to kill anybody, this mis- 
sion may seem easy, but this actually makes it 
tougher. Your operatives must stay out of sight. If 
any guard spots them, the mission fails, 

In addition, vou cant Kill any guards. Youre 
taking weapons only because an empty slot tor 
them isnt an opuon. The key to this mission is 
timing. You may have to play it several times to 
get it right— not because your strategy is flawed, 
but due to the difficulty of timing the guards 
patrol paths. 

You ll need two teams for this mission, each 
comprising a single electronics specialist. Any 
more will increase the passibility of detection. 
The heartbeat sensors are a must for this mission, 
because vou must know where the enemy is with- 
out being spotted yourself. When he wr; iks back 
to the north, Red Team can make a break tor the 
front door. 


Blue Team 

Blue Team must enter the home, deactivare the 
security system, and then plant the bug on the 
downstairs phone. Ar the start of the mission, 
advance along the north wall and halt abour 
halfway Lu the hause. Naut far code Alpha, and 
then dash toward door 3. Use the heartbeat sensor 
to make sure no guards are in the driveway; then 
enter the garage through door 3. Youll find che 


Heartbeal sensor 


Heartbeat Sensor 


Slot 2 


Uniform 


Flectranies Kil Black Light 


Flestraaies Kil 


Uniform 
Baek Light 


Fig. 6-71. A security system in room 1-C 
of the garage protects the home. You 
must deactivate it before var can Enter 


ï h Li h OUSE 


Fig. 6-72. Watch out for the guard in the 
backvard. As he heads south, insert Blue 
Team into the house. 
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Map 6-11: Operation:Yellow Knife, Mission 11 Legend 


Lang Home | GC) =Terrorist 
_—] =locked Door 


_—” =\Únlocked Door 


ri T-A __=Room Designation 
CT) Brneway wa (First floor, first room) 


door 3 


security console 
Al Insertion 
Zone 


stairs 3 
Extraction 
Zone 


Doors 1, 2, 4, and 5 all 
have alarms on them 


security keypad in 1-C, Deactivate it by approaching it and pressing (0) on the numeric keypad. 
Then enter the home quickly through door 1 and hide in the laundry room unul you get another 
code Alpha. 

Ar the next code Alpha, advance down hall 1-D and through 1-G to room 1-E Quickly plant 
the bug on the telephone (press [0] on the numerie keypad), and then run back to the laundry 
room. Hold for code Delta; then run out through door 3 and follow the north wall back ro the 


extraction OHT. 
Red Team 


Red Team must plant the bug on the upstairs phone and monitor the guard an this level so Blue 
Team will know when its safe to plant the bug an the other phone. Advance along the south wall 
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Map 6-11, cont: Operation:Yellow Knife, Mission 11 
Lang Home 


Legend 


@) =Terraorist 


—] =Lacked Door 
—” =Unlocked Door 


1-A _=Aoom Designation 
(First floor, first room) 


Anne Lang 


and hold abour halfway to the house for code 
Bravo. Then advance quickly around the south side 
of the house. When the guards on the front lawn 
are walking away, move to door 5 at the front of 
the house. Make sure the downstairs guard isn't 
around before entering the front door. Immediately 
climb stairway 3. 

Pause at the top of the stairs to make sure the 
upstairs guard isn't looking before you run into 


room 2-B and plant the bug on the phone. Move - 

into the room's alcove and monitor the upstairs Fig. 6-73. Blue Team enters the garage 

guard for Blue Team and await code Bravo. through door 3. 
Then run to stairway 2 when the upstairs guard is walking 

away from you and the downstairs guard is in the south part of 

the house. Move into the garage. Taking care che backyard 

guard cant see you in the garage, hide behind a wall. Use the 
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heartbeat sensor to make sure there are no guards 
in the driveway to the north and thar the backyard 
guard is headed south. Ar code Delta, which come 
when the coast is clear, run along the north wall rc 
the extraction zone. 


Notes 

Again, timing and stealth are the keys to this mis- 
sion. You should lead Red Leam, because its main 
jab is to monitor guards and make sure the way is 


Fig. 6-74. The laundry room is a good place to hide: the = val = 
À clear for Blue Team. Art the first Bravo code wav- 


dawnstairs guard doesnt patrol this part af the house. 


point (about halfway to the house), watch che 
backyard guard through the Sniper view of vour 
submachine gun. Make sure the safety is on, so 
vou dont accidentally shoot. When the guard 
heads souch past the large window, give code 
Alpha. Blue Leam will dash to the garage, enter, 
and disarm the security system. 

When the guard heads back north, give code 
Bravo and run to the south side of the house. 
When the front yard is clear, go through the front 


door to the upstairs phone. With Red Team in the 
Fig. 6-75. Office 1-F is a difficult room to planta bugin. alcove and Blue in che laundry room, it's time to 
The dawnstairs security guard enters It regularly, and the De 3 

Ke A : we use those heartbeat sensors. Switch to Map view. 
upstairs guard checks it routinely through the opening up ci ; N 
above. Switching teams enables you to monitor both 
upstairs and downstairs guards. When the lacter is 
in the south part of the house and the former 
moves south toward room 2-D, give code Alpha. 
Blue Team will dash into the office, plant the bug, 
and return to the laundry room. 

The final step is getting, your teams to safery. 
Continue monitoring the guards. When the path i 
clear, ger Red Team downstairs and into the garage 
Monitor the outside guards and give code Delta 
when its safe to leave the home and head to the 


mer He 


EKE TRE extraction zone. 
Fig. 6-76. Red Team plants the bug an the upstaars 


phone. Afterward, wait in the alcove and monitor the 


upstaurs guard for Blue Team. 
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MISSION 12-OPERATION: 
DEEP MAGIC 


03.26.00 0400 
dan Francisco 


Mission Orders 


Horizon Corporauon has been linked to the 


Phoenix Group. Horizons central computer system 
is believed to contain informauon about Phoenix's Fig. 6-77. If you run into Anne Lang, 


\ A ô vau not only compromise the missian, 
plans to release the Ebola brahma virus. 


hut vou ve taken dl WEG, turn some= 
The computer system is ar Horizons headquarters in down- where. 
town San Francisco. Access is through a terminal in John 
Brighdling's office on the top floor. To escape detection, the 
team first must disable the security cameras in the control 
room on the floor below. Armed guards patrol both areas. 
A helicopter will insert you on the roof and extract you the 
same way. The team must enter and leave the 
building completely underected if it 1s to gather 
useful intelligence. 
USE OF DEADLY FORCE IS NOT 
SANCTIONED ON THIS MISSION, 


Objective 
|. Deactivate security. 
2. Download files. 
d. Get to extraction zone. 


Fig. 6-78, Your teams must infiltrate the 
Horizon Corporation office building and 


Mission lata download files from the computer data- 


ELEN base. 
Difficulty level _Terrorists Hostages Other 
heeruit d Û 6 Cameras 
Veteran d Û 6 Cameras 
flile 6 Û Cameras 


ee 
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Team Assignments 


Blue Team 


Operative Primary Secondary St Sat? Unite 
fous! MP5sD5 45 Mark SD Hearthealsensor — Fectronieskit Urban Loh 
Red Team te 
Operative Primary Secondary alat 1 slot 2 Uniform 
DuBarry WPssD5 45 Wark SD Heartbeat Sensor Flectronieskit ban Loh 


Strategy 


This mission is similar to the last. In fact, you can 
use the same teams in different uniforms. 

Your objective is to download files from the 
computer database. To do this, you must get into 
John Brightlings oftice on level 5. However, securi- 
ty cameras cover the corridors to the office and his 
office door has an alarm. Therefore, you must 


deactivare the security system first. One team must 


Fig. 6-79. The mission will end Eve ELN ep, get to the security system on level 3 and shut it 
these cameras before they're deactivated. down while the other gets the computer files. Then 
get both your teams back to the extraction zone on 
the roof. 

Again, stealth and timing are vital to mission 
success. All told, only three guards patrol levels 3 
and 5. Avoid them: if they spot you, the mission 
fails. You may not shoot them. 


Blue Team 
Blue Teams task is to get the files from the comput- 
er database, From where the helicopter drops you 


Fig. 6-80. Download the files from the database in on the roof, descend stairway 1 to level 3. Hold in 
Brighulings office on level 5. the stairwell unul you get code Alpha, signifving 


the security system has been deactivated. 

Use the heartbeat sensor to locate this levels vwo 
guards. Wait unul they're both out near the lobby 
walkways in area 5-E. Exit the stairway into hall 5- 
A and run down halls 5-B and 5-C unul you reach 
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Map 6-12: Operation:Deep Magic, Mission 12 


Horizon Office Building 


insertion and 
extraction zone 


stairs up 2 


Legend 
_—] =locked Door 
_—” =lnlocked Door 


5 =Ladder Up 
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stairs down 1 


slairs down 
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Map 6-12, cont: Operation:Deep Magic, Mission 12 


Horizon Office Building 


stairs up and down 


Legend 


en 
S | (1) =Terrorist 
Ne 


SZ Kl E k nà (C) =security Camera 


| | __—] =Locked Door 
@ stairs dawn | | __— =Unlocked Door 


=Room Designation 
(First floor, first raam) | 


(open to | | 
level 3} E | | =lLadder Up 


=lLaädder Down 


5-D's door. [f the doors to the right of 5-D are open, close them so the guards cant observe your 
actions. Pick the lock and enter the office. Walk to the computer and press (0) on the numeric key- 
pad Lo downlaad the fi les. 

You have what you came for, so exit the level the way you entered, careful to avoid che 
guards. If you have to, you can duck into 5-F as an intermediate hiding place on your way to the 
stairwell. Or, if the area is clear, descend the stairs near 5-E to the lobby below and run either to the 
stairway or to the elevator shaft Red Team used. Return to the roof and a helicopter will pick you 


up and take you to safety. 
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Map 6-12: Operation:Deep Magic, Mission 12 


Horizon Office Building 


stairs up and dawn 


‚ Legend 


) =Terrorist 
(G) =Camera 


_—_] =Locked Door 
=Unlocked Door 


=Room Designation 
(First floor, first room) 


=Ladder Up 


| A =lLadder Down 


CHAPTER SIN  - THE MISSIONS 


Tom Claney's 


SILAINBOWESIN 


Fig. 6-81. Both teams wait on the roof for their ride out 


af here. 


Fig. 6-82. Watch for the guard on level 3, If you can see 
him through the window, he can see you, too. 


Fig. 6-83. Red Team must deactivate the security system 
before Blue Team can get the computer files. 


Pa 
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Red Team 

Red Team must deactivare the security system so 
Blue Team can complete its task. From the roof, 
descend stairway 2 to level 7. Then, in the elevatos 
shaft, climb down rwo ladders to level 3. Walk ro 
the door, bur be careful: it has a window. Use the 
heartbeat sensor to locate this levels single guard. 
When he heads away from hall 3-A, give code 
Bravo, exit the elevator shaft access, and run to 
room 3-B. Pick the lock and enter. 

Go to the security system and press [0] on the 
numeric keypad to deactivate it. Now all monitors 
will show a loop of prerecorded feed and the door 
to Brightlings office is off the alarm circuit. Your 
job is done. Return to the roof, either che way vou 
came or up through stairway 1. 


Notes 

Control Red Team during the first part of this mis- 
sian. Get the team down to level 3, deactivate the 
security system, and then send them back to the 
roof for extraction. Meanwhile, Blue Team will 
hold for cade Alpha in stairway | on level 5. Take 
control of this team. Lead it into the office to 
download the files and then get it back to the roof. 
The heartbeat sensor again proves invaluable. 


sve This level makes for a 
X great multiplayer game. 
“There are lots of little 
nd the elevator 
shaft provides a way to 
sneak up behind the 


enemy undetected. 
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MISSION 13-OPERATION: 
LONE FOX 

08.30.00 1900 

Australia 


Mission Orders 

Fhe Phoenix Group plans to release the E. brabrna pathogen at 
the closing ceremonies of the Olympic Games in Sydney. Bill 
Hendricksan, Global Security's head of operations, has been 
implicated in the plot. You must take him into custodv. 

The team must intercept Hendrickson's motorcade. A road- 
black has been ser up on a deserted stretch of highway. The 
team must move into position before the motorcade arrives, 
neutralize Hendrickson's bodyguards, and move him safely up 
the road to the extracuon zone. 

Reports from spotters indicate that other vehicles contain- 


ing Global Security agents follow several miles behind 


Hendrickson's car. These agents are in radio contact with Ti | 

Hendrickson and may try to prevent you trom reaching the | |L 

extracuon zone. When choosing opera- 
RAINBOW commitments in Brazil require a second team tives for this mission, 

to be dispatched before this team completes its operation. remember that you'll 

Some of this missions team members may be unavailable for need sóme for re 

other missions in the near future. Plan accordingly. in Brazil at the same 


time. Therefore, assign 
Objective good leaders to each 


|. Gapture Hendrickson. group. 


Mission Data 


Difficultylevel Terrorist Hostages Other 
ecru Il Í 6 Vehicles 
\eleran Ĳ Î q Vehicles 


Elie Ù | 9 Vehicles 
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Team Assignments 


Biue Team 
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Operative Primary Secondary Sla Slot 2 Uniform 
Bogart M-16A? 45 Mark 2d frag Grenades frag Grenades Desert Heany 
Filalar M-16A2 45 Mark 2d frag Grenades frag Grenades Desert Heany 
Operative Primary Secondary Slat 1 lat 2 Uniform 
Koranha M-16A2 45 Mark 2d frag Grenades frag Grenades Desert Heany 
Hanley M-16A? Ui Mark 2d frag Grenades frag Grenades Desert Heany 
SWEEEY M-16A? 45 Mark 20 Frag Grenades frag Grenades Desert Heavy 
Green [eam ze Himst 
Operative Primary Secondary alat 1 Slot 2 Uniform 
Barke M-16N? Bj Mark 2 Frag Grenades frag Grenades Desert Heany 
Rakuzanka M-16A? Ai Mark 2d Frag Grenades fraag Grenades Desert Heauy 
Operative Primary secondary alat | Blot 2 Uniform 
Beckenbauer M-16A? Ai Mark 2d Frag Grenades frag Grenades Desert Heany 
Strategy 


This mission differs considerably from any mission 
vou've been assigned in the past. All action takes 
place outdoors, and your teams are out in the open 
most of the time. 

Divide your eight operauves into four teams— 
three fire teams and one escort team. 

Much of the combat you'll experience will be at 


long range against tangos in body armor, so bring 


Fig. 6-64, Teams Red and Green climb along the M-16s. The key to this mission is to 
the ridge overlooking the road. Make move quickly. Once you have the hostage, move out. The 
sure none of your operatives is out in enemy will send reinforcements in at three places along your 
the road when the matorcade arrives, - . EE. 
Bedel be ren oen path. If vou can get your teams there first, you can set up an 


ambush. It requires careful team—waypoint coordination and 
Go code choices to keep your teams in positions they can sup- 


port ONT another trom. 
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Fig. 6-85. Blue Team ambushes the 


matorcade fram behind, while Red 


Team fires dawn CT them fram the 


ridge. 


Fig. 6-86. RAINBOW teams surround 


the tangos at the second hall DEE and 


gun them dawn els they exit their wehin- 


cles. 


Blue Team 

Blue Team must take the left side of the advance 
and provide fire support for Red and Green teams. 
At the start, move to position B-1, just off the 
road with a good view to the bridge where the 
roadblock is ser up. Hold here with an Alpha code. 

The motarcade will pass you and stop on the 
bridge at the first kull zone (K-1). Fire on the tan- 
gos as they ger out, using Sniper view to aim. lake 
care not to hit the hostage. When all six tangos are 
down and you get code Alpha, advance to B-2. Wait here for 
code Bravo. 

Another group of vehicles arrive at K-2 about a minute after 
the motorcade arrived at the bridge. As soon as you see them 
approach, switch to Sniper view and gun the tangos down as 
they get out. The three fire teams should have them in a cross 
fire. There are five tangos in this second group. When you get 
code Bravo, move out. 

Continue down the left side of the road to B-3. This posi- 
tion has a good view of the overpass. Before long, two vehicles 
will drive up and park on the overpass at K-3. Be ready to take 
out the two tangos who get out to set up an ambush: you'll get 
them, instead. 

Code Bravo orders you to move out again, this time to B-4, 
You're nearly to the extraction zone. Wait here for 
code Delta and the final wave of tango reinforce- 
ments. Two vehicles will halt ar K-4 and three tan- 
gos will get out. Drop them before they realize 
they re too late to surprise you. After the area Is 
clear and you get Delta, head to the extraction 
zone and wait tor che mission to end. 


Red Team 

Red Team is assigned the right side of the road. Ar 
the start of the mission, move out of the river, 
across the road, and up the vines to the ridge overlooking the 
road. Take up a position at R-1l and wait for the motorcade. 


ge 2e ern 
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From your location you can fire down on the tangos as they 


get out of their vehicles. 

Once all che rangos are down and you get code Alpha, run 
to the next ambush position (R-2). Hide behind the concrete 
barricades there and await the first group of reinforcements. 
Gun them down as they step out of their vehicles. 

The next ambush takes place ar the overpass. When you get 
code Bravo, rush to position R-3. From there you should have 
d good view of the overpass and clear shots ar the tangos as 
they get out of their vehicles. Try to find cover close to che base 
of the cliff the road follows. 


When the overpass is clear, you Il get code Charlie. Advance 


to position R-4 and wait for the last group of tangos. You can 
conceal vourself somewhat behind the chttside. Eliminate chese 
tangos, and then make your way to the extraction zone at code 


Delta. 


Green Team 
Green [eam 1s the advance team. [hey Il stay 
ahead of the other teams and try to catch the rein- 


forcine tangos fram behind. While the other teams 


set up the ambush for the motorcade, Green Leam 

advances toward the next kill zone. Wait at G-1 for 
code Alpha; then continue to G-2. When the first 

group of reinforcements arrives, you can surprise 


them with fire in their flanks. 


After code Bravo, quickly advance to G-3, on te ens 25 
the opposite side of the overpass. Again, youlll Fig. 6-87, Kill zone 3 on the overpass 
is another ambush for the enemy, af 
you get your teams in position in 
time. 


catch the tangos in a cross fire. When both tangos are dead and 
vou get code Charlie, head for G-4, located on a ridge over- 
looking kill zone 4 (K-4). Kill the last group of tangos there, 


and then, at code Delta, head for the extraction zone. 


Gold Team 
Gold Team is tail-end Charlie. Its sing 


e operative will escort 
the hostage to safery. Ar the beginning of the mission, advance 
just out of the river to H-1. After the motorcade ambush, at 


code Alpha, go up onto the bridge and get the hostage. Escort 
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Fig. 6-88, Gold Team brings up the 
rear, with the hostage in touw. 


him to posicion H-2 and wait for the other teams 
to take care of the tangos at K-2. At code Bravo, 
move to H-3, and then H-4 at code Charlie. 
When you get the all clear and code Delta, make a 
beeline for the extraction zone. 


Notes 

As you may have concluded, you can accomplish 
this mission without casualties if you ambush all 
four tango groups. Timing ts crucial. In fact, you 


may want to keep a stopwatch handy during this mission ro 


make sure you stay on schedule. The following table provides 


arrtval times for each group of terrorists at its assigned ken 


ZONE. 


Tango Schedule 


Group 
Motoreade 
Reinforcemen! | 
Reinforcement 2 
Reinforcement d 


Fig. 6-89. The last group af reinfarce- 
ments will stop near the extractian 


ZOnt and try La prevent vor CSC. 


Kill Zone Time into Mission 
Bridge (N-I) IKE 

Construction Area (K-2] Ba:01:30 
verpass IN-dl 00:02:15 

Entraclian Zone (N-4) 00:04:00 


If youre up for a challenge, you can complete 
this mission without encountering any reinforce- 
ments by taking out all the tangos in the motor- 
cade in the first few seconds of the firefight. Grab 
the hostage and send all your teams running for 
the overpass as fast as they can. If you can get 
through the construction area before the first 
group of reinforcements arrives, you can reach the 
extraction zone without incident. 
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MISSION 14-OPERATION: 
BLACK STAR 

08.30.00 0700 

Brazil 


Mission Orders 
The Phoenix Group has raided a research station in Brazil and 
taken a group of Rainforest 2000 VIPs hostage. Intelligence 
indicates this raid is meant to cover Anne Langs disappearance. 
Surveillance reveals Lang waits with her “captors in the main 
building; the other VIPs are held in a nearby prefab. The ter- 
rorists await reinforcements before killing their hostages and 
moving Lang out to a safe location. 

Your team will be inserted by inflatable boat upriver from 
the stavion. 

RAINBOW commitments in Australia require that your 


other team begin operations before this mission 15 complete. 


Objective 


|. Rescue all hostages. 


Mi | 
| 


Difficultylevel _Terrorists Hostages | Other 
ecru 14 | Kane 
Veteran il d Hone 


(ile 10 Ù None 


Fig. 6-00. Anne Lang 15 staving in the 
research station with several of her 
tango compadres. 
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Team Assignments 


Blue Team 


Operalive Primary Secotary Sat! Sht2 Unitorm 
Glane? MP55Ds Ui Mark 50 flashbangs frag Grenades Jungle Neary 
Yacoby MP5sds A5 Mark 5D Heartheat Sensor __Frag Grenades Jungle Heary 
Operative Primary Secondary slat 1 alat 2 Uniform 
Walther MPasls A5 Mark 50 flashbangs frag Grenades Jungle Heany 
Raymond MP5sDs A5 Mark 50 Heartbeat Sensor __Frag Grenades Jungle Heavy 
Operative Primary secondary slot 1 slat 2 Uniform 
Arnavisea MP5SD5 A Mark 5D flashbangs Frag Grenades Jungle Heavy 
Maldini MP5sDs Ai Mark 5D Weartbeal Sensar Fray Grenades Jungle Heary 
Operative Primary dEcondary olot 1 alat 2 Uniform 
Haider HP5s0s A Mark 5D flashbangs Frag Grenades Jungle Heary 
Woo MP5505 Ai Mark 50 HeartheatSensor __Frag Grenades Jungle Heany 
Strategy 


This is a stealth mission. You must keep quiet and 
use silenced weapons, at least unul you've secured 
the two VIP hostages. If their tango guards hear 
gunshats, chey may execute them. 

You need four teams—two for each building. 
The VIPs are in the crew barracks; Anne Lang is in 


the research building. Securing the first building Is 


the priority. 
Fig. 6-91. The tangos hold the VIPs in Although the buildings are small and contain 
the crew barracks. You must get to few roams, its sull a good idea to bring along heartbeat sensors 
them before the terrorists execute to see whats in a room before vou enter. Coordination is essen- 
them. a Ke ir mT Es - 
cial in entering che buildings. You'll have a better chance for 


success if wo teams rush in at the same tme from ditterent 
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Map 6-14. Operation:Black Star, Mission 14 
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research Legend 
building 


=Terrorist 
=Locked Door 


balcon 
' =Unlocked Door 


=Room Designation 
(First floor, first room) 


stairs down 


entrances. (Be careful of blue-on-blue, or friendly fire.) After 
you rescue the hostages, get them back to the extraction zone. 


Blue Team 

Blue Team is che advance group for the other 
teams. Climb the rope ladder and take path 1 
toward the station. Hold for code Alpha at che 
clearing entrance. However, while youre here, 
switch to Sniper view and take our the three tan- 
gos near the crew quarters. You must kill all three 
quickly. Survivors will run inside and kill che 


hostages. IF vou move into the clearing a bit, vou 


Fig. 6-92, Blue Team can open up also can take out the tango on the balcony of the 
most of the clearing with lang-range research building. Scan the rest of the area for other tangos on 


fire using Sniper view fram the end af 


aL rol. 
the jungle path. P 


At code Alpha, run to the crew quarters and wait by door 2 
for code Charlie. Then rush in with Green Team and clear out 
the building. The hostages are in room 1-B. A tango may be 
with them. There's another tango in 1-A and possibly one in 


nl 
l-E 
in 
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When the hostages are secure, exit the quarters 
and make a quick patrol around the building. 
Then lead Green Team and the hostages to safery 
at code Delra, following the route you took into 


the staon clearing. 
Ds 


Red Team 

Red Team must clear the research building. Follow 
path 2 to the clearing. You may find a tango along 
the wav. Take him down before he can sound an 


ä É dae EE Fig. 6-93. A tango unloads on Red 
alarm. Hold just short ot the clearing and wait for Alpha. Then 


Team: they were careless as they 
make your way to the ladder outside room 1-E Climb it to che moved around a corner. 
balcony and enter the door to the radio room. A tango hides in 
the corner. Sidestep around the corner and drop him wich a 
burst of gunfire. 
Carefully descend the stairs to room 1-G. There may be a 
tango in room l-H. Take him our it he's there. Hold in room 
1-G for code Bravo. When the code comes, rush into 1-1, 
along wich Gold Team, and rake out the two tangos there. Take 
care not to shoot Anne Lang. Wait for code Delta, and then 
lead Gold Team and Lang back to the extraction zone. 


Green Team 

Green Team provides support to Blue Team. Take 
path 1 to the clearing and hold for Alpha. Ar the 
code, run to door 1 of the crew barracks and wait 
for Charlie. This is che go for rushing into the 
building along wich Blue Team. lake out tangos in 
L-E and 1-B to secure the hostages. When youre 
ready to escort them, wait for code Delta to begin 


leading them back down path l to the extraction 


zone. Dr he De 
Fig. 6-94. Green Team rescues the two 


VIPs and escorts them to safety. 


Gold Team 

Gold Team provides support for Red Team. Follow path 2 to 
the clearing and hold for Alpha. Then rush toward the green 
house, room 1-J, attached to the research building and rake our 
the two tangos there, as well as any others you see outside the 
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Fig. 6-95, Gold Team rushes into the 
research building with guns blazing. 


Fig. 6-96. RAINBOW escorts Anne 
Lang to the safety af a prison cell. 
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ET 
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buildings. Wait at door 6 for code Bravo; then 
rush into room 1-[ to clear it and capture Anne 
Lang. Prepare to escort her down path 2 to che 
extraction zone at code Delta. 


Notes 


Controlling Blue Team lets you take care of things 
from long range at the edge of the clearing using 
Sniper view. After you eliminate the tangos outside 
the two buildings, the rest of the mission isnt that 
difficult, but beware of a couple of tangos who seem to appear 
out of nowhere. Just when you think everything is safe and you 
let your guard down, they show up to blow away a team or 
two. 

les important to coordinate your actions. Code Alpha sends 
all teams to their positions outside the buildings; Bravo sends 
Red and Gold into room 1-1; Charlie orders Blue 
and Green to rush the crew barracks. Try giving 
bath orders at once. Red and Gold can handle 
their tasks under computer control. When all 
hostages are secure, give code Delta to send the 
four teams back down the jungle paths to the 


extraction zone. 


MISSION 15-OPERATION: 
WILD ARROW 


100.00 0300 
Sydney 


Mission Orders 

Phoenix has planted virus bombs in the air circulation system 
of the athletes village in Sydney. They're timed to go off just 
before the closing ceremonies of the Olympic Games. 
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lage's computerized climate control system. 
Disarming them is a two-stage process: You must 
shut off the central computer first, and then dis 
able both bambs individually inside a 30-second 
window. If vou miss chis window of opportunity, 
or tamper with the bombs betore the computer is 
shut dow mn. cher |I release their lechal CONEENLES, 
Phoenix Group members dressed as Global 
Security guards patrol the area. Alarm panels are 
scattered throughout the village underground. If the ream's 
presence is detected and the alarm is raised, the terrorists will 


release the virus manually. You may use deadly force against the 


guards if vou must. 


The bombs are tied together through the vil- 


Fig- 6-07. The virus capsules have 


been placed in the air systems heating 
and cooling ducts. Once they're acti- 
vated, the virus will spread through 
the entire building within minutes. 


Your team will be inserted into the sewers below the village. 


Objective 


|. Disable both virus capsules. 


Mission Data 


Difficultylevel _Terrorists Hostages 
Reeruil Id î 
Veteran 6 Î 


Elite If ij 


Team Assignments 


Blue Team 


Operalive Primary secondary 
Bogart MPD5D5 Ai Mark óD 
DuBarry MPSD Ai Mark 5D 
Red Team 

Operative Primary Secondary 
Noronha MP550s Ai Mark 5D 
Beckenbauer MP5s0s Ai Mark 50 
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Map 6-15: Operation: Wild Arrow Mission 15 
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Green Team _ 
Operative 


Fig. 6-98. There are five cavalians in 
the building. Try not to get them 
killed in a cross fire between your 


teams and the tangos. 


Fig. 6-99. Be careful as vou advance ta 
the virus capsules. 1 angos patrol the 


entire ground level. 
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Primary 
Kane Wpssps 
Koers WoasDs 


Secondary Slot! Slot 2 Uniform 

Ai Mark 50 Primary Maa Empiy Urban Medium 

Ai Mark Sl Heartbeat Sensor __Demolitians Kit Urban Medium 
Strategy 


This mission isnt as hard as some of the previous 
ones, bur it includes a variable that can make plan- 
ning difficult: Most of the guards are on patrol 
paths. This means you must plan for opposition 
throughout most of the mission. One group of 
three tangos patrols the entire ground floor in a 
circuit. [f one of vour teams runs into them, it 
could be messy. There are a number of alarm boxes 
throughout the ground floor. If a tango spots one 
of your teams, you must kill him before he can sound the 
alarm. The alarm will cause the premature release of the viruses 
and end the mission in failure for vou— and for the world. 

There are five civilians in the building, as well, bur they're 
all crouched down. Take care stray fire doesnt hit chem. 

Timing is of utmost importance. You must deactivate the 
triggering device for the virus capsules ar the com- 
puter terminal, and then disarm both capsules 
within 30 seconds. To accomplish this, you'll need 
three teams. The team deactivaring the computer 
trigger should include an electronics expert and the 
other two demolitions specialists. Your teams begin 
in the sewer tunnels beneath the athletic village. 
From there, they must gain access to the ground 
floor, locate the various devices, and deactivate 
them within the time limits. 


Blue Team 

Blue Teams job is to deactivate the computer trigger device. 
From the insertion zone, head down tunnel 3 to stairway 3. Go 
up the stairs and hold ar the door for Alpha. Use the heartbeat 
sensor to locate tangos in the area. When it looks clear, make 
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vour way quickly, but cautiously, through room 
1-J, to 1-K, 1-L, and finally 1-M. Take our any tan 
gos you encounter on the way, bur do it silently. 
he computer terminal is in room 1-H. Wait 
for code Bravo, and then deactivate the triggering 
device. The rest of the mission is up to the other 
two teams. Cross vour fingers and hope they can 


disarm the capsules within 30 seconds. 


Red Team 

Red Team is one of the capsule-disarming teams. 
From the insertion zone, advance down tunnel 1 to 
the main sewer tunnel. Two tangos patrol this arca. 
Fake out the one closest to vou— and the other, if 
another team hasn't shot him already. 

Continue through tunnel 2 to stairway |. 
Ascend to the ground level, bur hold for code 
Alpha before opening the door from the stairway. 
Art Alpha, move into room 1-À and on through 1- 
B and 1-C to room 1-D, where the first virus cap- 
sule lies. Wait for Blue Team to deactivate the trig- 
gering device before rouching the capsule. Code 
Charlie tells vou its safe to begin disarming ic. 
Work quickly, because the capsule will release the 
virus on its own 30 seconds after the trigger is 


deactvated. 


Green Team 

Green Team must get to the other virus capsule 
and disarm it. From the insertion zone, move 
down tunnel 3 to the main sewer area. lake out 
the tangos patrolling there, and then continue to 
stairway 2 via tunnel 4. Climb the stairs and wait 
at the door for code Alpha. Use caution as you 
enter hall 1-F and go through 1-G and 1-H to 
room 1-L. Wait for Charlie before disarming che 


capsule. You have 30 seconds to do so. 


Fig. 6-100. You must deactivate the 
triggering device at the computer ter- 
minal before you can disarm the virus 
capsules. 


Fig. 6-101. There are two tangos down 
in the main sewer. Take them out 
using Sniper view. 


Fig. 6-102. The computer terminal 
and virus capsules are located in the 


ventilation rooms. 
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Notes 


You should control Blue Team: ies task must be completed 
first. All teams enter the first floor at code Alpha. When all are 
at their assigned tasks, code Bravo instructs Blue 
Team to deactivate the computer triggering device. 
When it has, immediately give code Charlie, so 
Red and Green Teams can begin disarming the 
virus capsules. After both are neutralized, the mis- 
sion ends a success. 

The patrolling guards make this mission diffi- 
cult, especially for computer-controlled teams, 
which don't always use the heartbeat sensor to 
their benefit. Consider controlling all teams. Have 
each hold at the stairway doors to the ground 


Fig. 6-103. Take care when you move 
through the large rooms. Tangos can 
pop up anywhere. Use the heartbeat 

sensor to prevent them from ambush- codes to disable the doomsday devices. 
ing vou. 


flaar. Then lead each to its destination to wait for 
you to position the other teams. Then give Bravo and Charlie 


MISSION 16-OPERATION: 
MYSTIC TIGER 


10.01.00 0600 
Brazil 


Mission Orders 
John Brighding and the remnants of the 
Phoenix/Horizon conspiracy have barricaded 
themselves in the Horizon “Ark.” The Ark consists 
of three habitat domes and an inner survival 
bunker, where Brightling is believed to be hiding. 
Brazilian troops surround the compound, but 
RAINBOW has been asked to lead the assault. 
Some of the Ark's occupants may be willing to 


surrender peacefully. Avoid unnecessary bloodshed, 
EE but keep in mind that the safery of the team and 
and bring him to justice. . ik : he 
the capture of John Brightling have priority. 
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Because the tangos may have released the £. brama 


within the Ark, biosuits are highly recommended. 


Objective 

|. Capture Brightling. 
Mission Data 
Difficultylevel _Terrorists Hostages Other 
Recruit ij) IE Brightliag 
Veteran ik) hä Brighliina 
file ik) Íä Briahtlina 
Team Assignments 
Blue Team 
Operative Primary Secondary Slat 1 Slat 2 Uniform 
Chaver GAR-I5 A5 Mark 29 Frag Grenades Flashbangs rossi 
Vacahy GAR-I5 A5 Mark 23 Frag Grenades Heartheal Sensor Biosuil 
Red Team 
Operative Primary Secondary slat 1 slat 2 Uniform 
Walther GAR-15 A5 Mark-23 frag Grenades flashbanas Biasuit 
Apnanisca GAR-I5 A5 Mark-23 Frag Grenades Flashbangs Biasuit 
Raymond GAR-15 Aá Mark-23 Frag Grenades Heartheat Sensor Biesuit 
Green Team 
Operative Primary Secondary Slot 1 slat 2 Uniform 
Bogart GAR-I5 45 Mark 23 frag brenades Flashbangs Biasail 
Rakazanka CAR-I5 Ai Mark 23 Frag Grenades Flashbangs Biasait 
Maldini GAR-I5 45 Mark 23 frag Grenades earteatSeasor _ Biasail 
strategy 


This mission makes the previous missions look like boot camp. 
It's extremely difficult: che enemy has set up areas to ambush 
your teams as they advance through the Ark. Because there are 
three insertion zones, vou May be tempred Lù split vor force 
into three groups. But vou can't split up your force and expect 


to make it to area 4 with even half of your operatives alive. 
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Map 6-16. Operation:Mystic Tiger, Mission 16 


Area 1-0 | 


hrs 


insertion 
Tone 


hin dome 2 bio dome 1 


En Ee 


Legend 


GT) zTerrornist 


bio dame 4 


‚_] =locked Door 
_—” =nlocked Door 


insertion zone j T-A _=Room Designation 
| (First floor, first room) 
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Map 6-16, cont: Operation:Mystic Tiger, Mission 16 
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over area 1-D 
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(7) =Terrorist 


—] =locked Door 
—” =(Unlocked Door 


1-A _=Room Designation 
(First floor, first room) 
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Map 6-16, cont: Operation:Mystic Tiger, Mission 16 


open to 
level 4 


Legend 


Q =lerrorist 


| | =Locked Door 
_—” =\Unlocked Door 


1-A =Room Designation 
(First floor, first raam) 
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Fig. 6-105, Insert your three teams 
into biadame 1. 


E AN | Á Á Àl À LA IK all 


Fig. 6-106. All three teams get ready 
to rush security post 1-B. 


Fig. 6-107. Blue Team takes out the 


tangos on the catwalks from area 1-D, 


below. 


ET 


maf 
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Instead, organize your eight operatives into 
three teams, but keep the teams together. This 
may make it hard to get through some narrow 
doaorways; you need all che hirepower you can get 
to make it through to Brighcling. All teams will 
use the same strategy. 

Insert all teams into biodome 1. From there, 
make your way toward stairway 3 and security 
post 1-B. You'll encounter a few tangos along the 
way. Halt all teams in the corridor betore you 
reach security post 1-B and wait for code Alpha. 
Position Green team in the middle of the corridor, 
Red on the right, and Blue, the team you control, 
on the left. 

Inch Blue Team carefully along the left wall. 
Use the heartbeat sensor to locate the tangos 
inside. There will be chree to five, with one on the 
stairs above. When the door opens automatically, 
shoot anyone you see inside. Then throw a frag 


grenade around the COEDCT dà WOU give code Alpha, 


which sends Red and Green dashing in to clear 
the room. Send che rwo teams up the stairs to 
level 5 and have them hold outside the door to the 
carwalks over area 1-D. 

Now take Blue Team to the doorway into this 
large apen area. You may run into a tango or two 
down chis corridor. At the doorway, slowly side- 
step around the corner to ger a view of the cat- 
walks. Use Sniper view and take our the two tan- 
gos patrolling up there. If you get only one, send 
the other teams rushing out onto the carwalks 
with code Bravo. Then join them on the catwalk 
by ascending stairway 3. Move all teams across the 
catwalks to ramp 4, in the silver building. 

Head up the ramp to level 8. Advance to room 
8-A, and then split Red and Green teams. Send 
Red down to hold at 8-B while Green waits at 8- 
C. Code Charlie sends chem both inro raam &-D 
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to take our the rwo or three tangos on the walk 
ways above level 4. Ger all your teams back to 
ramp á and then down to level 4. 

Room 4-A is a security post— and a death trap. 
It's configured like the post you stormed on level 
|. Position Blue on the lett, Green in the center, 
and Red on the right. Use the heartbeat sensor to 
take a look ar whar you face, and then inch for- 
ward unul the door opens. Ar code Delta, Red and 
Green rush in and kill evervone who remains alive 
in the room. 

These are the last tangos you ll have to kill in 
this campaign. All that remains is to capture John 
Brighding. Enter the lab and pick the lock to the 
big metal door to end the mission and the cam- 
paign. 


Good job! 


Notes 

Expect to lose some operatives no matter how care- 
fully you plan and execute this mission. It's a dan- 
gerous one, and the biosuits, while protective 
against deadly viruses, do little to stop a bullet. 
Also, the automatic doors make surprising the 
enemy difficult. When setting waypoints with Go 


codes, take care not to place a waiting team so close 
to a door that it opens prematurely. Before entering 
any security post, use the heartbeat sensor to see 
where tangos are positioned. The sensor cant “see” 
tangos on the landing above a post, and each post 
has at least one tango up on these landings. 

This mission tests vour tactics, as the foregoing 
strategy shows. Once vou complete it, pat vourselt 
on the back. You just saved all of humankind. 
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Fig. G-10A. Kamp ä 15 anside the zilver 
building in the middle of area 1-D. 


Fig. 6-109. Red and Green blitz arca 
B-D to secure the arca above the lab 
an level á. 


AT 


Fig. 6-110, You Face this mission's 
security post 4-À. Beyond this, it's a 
clean walk to John Brighting in 
the lab. 
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_MULTIPLAYER 


Rainbow Sixs multiplayer function makes for 
some remarkable gameplay. One terrific feature is 
its speech capabiliry. The game 1s so fast-paced, 
you could be killed in the time it takes to type a 
message or TO taunt another player. But with an 
inexpensive microphone plugged into a sound 
SS card er other device, players can speak directly to 
one another. A headset works best, bur a clip-on 
mike with speakers works almost as well. 


There are vwo ways to play Rainbow Six wich 
other humans—cooperate in one of the game's 
16 misstans, or fight against each other on any of 
the game maps. You can connect to play over a 
Local Area Nerwork, on the Internet, or using 
Mplayer. Follow the game manuals directions, or 
those of your service provider, if you have trouble 
connecting. 

From the Multiplayer screen, vou may choose 
either to host a game or to join one another play- 
er has created. The host chooses mission type, 
location, and other game specifics. Players may 
choose their own characters and the weapons and equipment they Il carry. 

The following sections provide details on the types of games you can play in multiplayer 


Rainbow Six. 
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MAINBOWS 


COOPERATIVE MISSIONS 


In cooperative multiplayer, as you might expect, anne Ì ig 
4 Baren || | @ avversama 
players wark together Lo complete one of the cam TR | | © coorerarme 


paign game's 16 missions. You can use the training 


facilities to hone your skills and learn to work as a 


team. | suggest going through the Kill Hauses 


| B Ml OENIES 


en Te jn ze |gen » | = AUTO TARGETING 
together before embarking on any mission. | fer) per 
he host may select from several opLons, nn mi PEEN TEME 


including difficulty level and whether a player 


works singly or wich team support. Players may 


choose to be any of the 20 RAINBOW operarives, 


but there can be only one of each personality. A EEE VEE A A 
gees é Ld In Fig. 7-1. The Game Creation Screen 
chat windaw an the Game Creation screen tacilitates mission 
planning. Use it to ensure team operatives carry appropriate 
equipment. When everyone's ready, the host can start the mission. 


Plavers begin at one of the insertion zones. 


COMMUNICATIONS 


Communication is the single most important factor for completing any cooper- 
ative mission. 

Before beginning, choose an overall leader. If there are several players, orga- 
nize the operatives into teams, with leaders for each. Assign each team one or 
more tasks and orders for executing them. For example, if Team Blue is going 
to enter a house through the front door, it may 
have to wait unul after another team disables a 
security system. Teams should practice in the Kill 
Houses and training ranges unul their members 
are comfortable working together. 

Players should study the mission maps (from 
the single-player mission-planning phase) ahead of 
time. Real antiterrorist teams learn as much as they 
can about a target location before they enter it. 


Your missions will offer enough surprises your 


without vour getting lost. Multiplayer missions Fig. 7-2. Team support checks the 


have no waypoints, so vou may want to pencil some in on a hand- roem on the other side of the door 


| with a heartbeat sensor before the lead 
drawn map, or on the maps in this book. Eeten ande 
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Radio Discipline 
No one wants to waste a lot of mission time typing long lists of 
instructions for each fellow player. Even spoken messages can 
be confusing and easily misunderstood when they're too long. 


Maintaining strict radio discipline is viral. 


Each message should follow a basic format. First, address 


« alot to multiplayer 

games. After connecting 
a nierophone and acti- 
vating speech from the 
multiplayer options, you 
Can speak to your tedan- 


the recipient; then identify yourself. Briefly state your message 
and end with “Over.” This last word tells che receiver that 
vou ve completed your message and he or she hasn't missed any 
of it. Stating who the message is for and who it's from prevents 
confusion when youre playing with several others. 
Er Each player should have his or her own designation. 
mates or adversaries. It 8 5 EE ET 
Following RAINBOWs example, the overall leader is called 

works like a one-channel ai” Ot laf AEO 

va Six.” Other operatives can be named after team, task, and the 
radio: Hold down the 


hike. For example, vou could call the leader of Blue Team “Blue 
spacebar to record your EES 


One.” [ prefer naming operatives for their tasks. An assault 
MESSALE. Release it to A 


ARE team might include Rifle 1 and Rifle 2, and a demolitions spe- 
transmit. This is a lot : 


easier than typing during 
a mission, when every 
second counts. 


cialist, Demo 5, for example. 

The shorter and more concise the message, the better. 
Recipients should respond with “Roger” or “Acknowledged,” if 
they agree, or “Negative,” if they cant comply. 


Here's an example of proper radio discipline: 


“Recon 1, Six. Status. Over.” 

“Six, Recon 1. Tangos by front door and on balcony. Over.” 
“Roger Recon 1. Demo 4, Six. Frag front door. Rifle 1 and Rifle 2, clear entry. Over. 
“Recon 1, Acknowledged.” 

“Rifle 1, Acknowledged.” 

“Rifle 2, Acknowledged.” 

(Six) “Go!” 

(Rifle 1) “Contact!” 

(Rifle 2) “Got him!” 

(Rifle 1) “Clear.” 

(Rifle 2) “Clear.” 

“Rifle 1, Six. Status. Over.” 

“Six, Rifle 1. One tango down. Escorting precious cargo 


(Six) “Acknowledged.” 
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In this example, each message was brief and to 
the point, bur provided enough information to do 
the jab. Notice the importance of status reports. 
They let other players know whats happened so 
the leader can order the next step. 

lt may take practice to become familiar wich 
this discipline, but 1 makes the game far mare 
realistic— and using it can make the difference 
berween success and failure, especially in tast-paced 


missions. 


Tactics 

You may have developed some great single-player tactics, but 
multiplayer games demand a few new ones. Teamwork is 
among the most important. [f you have enough plavers, group 
them in pairs. Two people see twice as much and can accom- 
plish different tasks, making the team more eftecuve, 

My favorite such tactic involves using the heartbeat sensor: 
the leader carries a weapon while the second team member uses 
the heartbeat sensor to locate enemies. Everything the sensor 
picks up is relayed to all team members, so it becomes unnec- 
essary for each to use his or her own. 

A two-person team also is useful for breaching a door or 
clearing a room. One opens the door as the other tosses a frag 
grenade or flashbang. Boch then run through the doorway and 
spread out, one going left and the other right. This prevents 
anyone getting shot in the back because he or she looked left 
when the tango was right. (Practice at the training ranges will 
help two-person teams develop the good timing such tactics 
require.) A second player also can help prevent surprises from 
the rear. 

Spacing between team members also is something to think 
about. You want to stay close enough to support one another, 
but not so close that a single automatic burst could rake you 
both out. Outdoors, vou can space team members tar enough 
apart thar they can support one another without a single 


grenade killing both. 


Fig. 7-3. One player opens the door 


and covers the opening as the other 
lobs in a frag grenade. 


be Each team should 
have at least one heart- 
beat sensor. Only one 
team member must use 
it, and all players on 
that team can see what 
the sensor detects. 
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Strategy 


The single-player campaign strategies In C ‘hapter 6 apply as 


Surviving Frag Attacks 


Your enemies wont use frag grenades in 
the single-player campaign, but you can 
expect a human opponent to rely on such 
tactics. 

Keeping your formations loose is cru- 
cial during team adversarial games. Close 
formations may have value in terms of 
mutual assistance, they also make a team 
a juicy target for machine-gun fire and 
frag grenades. Stay loose during advances 
and when entering new territory. 

Plan for grenade attacks when defend- 
ing. Never position tao many of your peo- 
ple in a confined area. Keep your forces 
far from doors and other openings. 

An assaulting force is likely to toss 
grenades in along the same wall as the 
door they just breached, so a position in 
the center of the room can be safer than 
one in a corner. Hiding behind furniture 
or other objects will increase your chance 
for surviving a frag attack. 


well to cooperative misstans. 


ADVERSARIAL GAMES 


Working together can be rewarding, but 
sometimes we all want to test our skills 
against another human. Not to worry. 
Rainbow Six includes an extensive system for 
doing just that. The host player can choose 
Kill Houses and single-player mission maps. 
[f you thought these were challenging against 
the computer, wait until you try them against 
a human player! 

The host chooses not only the mission 
map, bur also mission type. Rainbow Six 
allows you to play more than just “last man 
standing.” Team games are a big part of 
adversarial games, and you have six mission 


types to choose from. 


Survival 

Survival is the standard multiplayer game. Its 
everv-plaver-for-him- or herself, and che last 
survivor wins. Once youre dead, youre out 
of the game unul there's a winner. There's no 
resurrecting and coming back to fight in the 


same round. 


Team Survival 


Team Survival is similar to che foregoing, but you need only 


kill all the players on the other team. 
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Stronghold 
In Stronghold, one team defends an arca while the 
other attacks and tries to reach and clear a certain 


location. Because the defender usually has the 
advantage, its usually a good idea to give the 


attacking team more people. 


Double Stronghold 


Double Stronghold requires each team to defend 


its base while trying to capture that of the other EN 


_ 


Fig. 7-á. Proper spacing between team 
members requires a fine balance of 
support and vulnerability. 


team. [his is a good choice for games with lots of 


plavers. 


Double Bluff 

Double Bluff gives each side a single hostage. The object is to 
bring the other team's hostage to your base while protecting 
your own hostage. Take care around the hostages, though: 


whoever kills one lases automatically. 


Recon/Regroup 

Recon/Regroup differs from the other mission 
types. You need achieve only one of your two 
objectives to complete the game. First, your team 
must either spot visually or kill all enemy team 
members. Second, you must get most of your team 


members back ta base. Stealth is the key ro either 


objective. Usually vou should wear light uniforms 


and carry silenced weapons. This game type is best 
plaved on large maps with lots of plavers. Its simi- KE SAE 

an: : ä 4 Fig. 7-5. Using team tactics, a pair of 
lar to hide-and-seek, bur both teams hide and seek players prepares to breach a door with 


at the same time. a shotgun. The player with the shot- 
gun had better stay close to his part- 


DEN id ner or he'll be dead shortly. Hed be 
Special Tactics better off switching to his pistol, 


Adversarial missions, especially Survival games, demand some 
new and different tactics, most relating, to the tact that youre 
operating as a single-person team, without support. 

Take care when you use the heartbeat sensor. It tells you 


where the enemies are, bur things can happen very tast. Dont 


gel caught trying Co shaat an En v with the sensor, Vake 
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Fig. Tels. Heartbeat sensors are virtual- 


ly useless LT stairways. Dan't let 


another plaver sneak upon vou from 


a different level while you're concen- 


trating un the map. 


Lt 
LW 


[IP 


Heartbeat sensors are 
great for multiplayer 
missions, but be careful 
when you use them, espe- 
cially in Survival games. 
While your sensor is 
active, your weapons 
arent, Pve killed other 
players who saw me on 
thetr sensors, but who 
couldn't then select and 
aim their gun before I 
ran around the corner 
and shat them dead. 
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quick looks and then switch back to a weapon. 
Use extreme caution near stairways. Because the 
heartbeat sensor shows other players only on your 
level, its easy to be surprised by someone coming 


up or down the stairs. 


In other multiplayer games, some players like to 
wait in ambush for their enemies. This is called 
“camping.” Campers usually are unpopular and, 
once identified, often become targets for all che 
other players. Although Rainbow Stx's maps and 
levels provide lots of hiding places, the heartbeat sensor elimi- 
nates the element of surprise. In fact, while you wait for some- 
one to come through a doorway so you can blow them away, 
the enemy's sensor may already have pointed you out, and 
you ll get a frag grenade, instead. This makes multiplayer 
Rainbow Six move more quickly than other games. 


The Maps 
You may choose from 17 maps in adversarial games. Each 


requires special consideration. 


Kill House Two-Story 

This is a small level, great for quick, tense, games. It's too small 
to be much good for anything bur Stronghold games, however. 
The defender must deal with an assault that can come from 


two directions at once. 


Embassy 
The Embassy map works well for all game types. The three lev- 
els, wich cheir numerous stairways and small rooms, make for 


great close combat. Bring alang some grenades. 


Congo Mansion 

Again, because the mansion house is small, this map works 
best for Stronghold games. However, its useful for Team 
Survival, as well. The large areas of open ground make it a 


poor choice for other game types. 
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Oil Rig 
Wich ies many levels, stairways, and ladders, the Oil 


Rig map works for any type of game. 


Hacienda 

This map resembles Congo Mansion, in multiplayer 
terms. Use it for Stronghold games. Pick off as many 
enemies as you can out in the open before fighting 


roaom-L0-rOOIT. 


Fig. 7-7. Use caution in these mis- 
sions. When vou die, you stay dead for 


Water Ride 


You must try this map. Its three levels and colorful scenery 


the mesL af the round. 


make for fun games of any type. The catwalks above che large 
open areas make it challenging, as well. 
Dam 


[he Dam combines narrow tunnels with large, open rooms— 
useful for all game rypes. Use care in the turbine rooms, where 
other players can shoot at you from different levels. Your heart- 


beat sensor can detect only those on vour own level. 


Bio Lab 

Most game tvpes can use the Bio Lab map, bur the open space 
between the buildings can become a kill zone as enemies fire 
out the building windows. Also, the lab makes for claustropho- 
bic combat and the automatic doors make surprise breaches 


difficult. 


Airport 

The Airport map has lots of open space and a small building, 
making anything but Stronghold very difficult to play. The 
building has several windows from which you can shoot at ene- 


mies as they cross the open ground. 
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Mint 
The Mint provides a real challenge for just about any game 


ype. The see-th rough floor in the pressing room Is great for 
ambushing other players. Their heartbeat sensors cant detect 
vou in the other level. There are several choke point kill zones 


on this map, as well. 


Ship 

The Ships numerous narrow corridors and small rooms make 

it a good choice for any game type. The passage to the engine 

room on the lowest level is a kill zone. Be very careful there. If 
you must descend the ladder, jump down rather than climb or 
youre dead if an enemy waits at the bottom. Also, there's only 
one stairway between the ship's main levels. Keep these covered 


and you can make life difficult for che enemy. 


Estate 
Although the house is small, it has a number of rooms and 


three staircases. Its useful for most game types. 


Skyscraper 
The Skyscraper map combines large open areas with long corri- 


dors and small rooms. Use it for any type of game. 


Road Ambush 

Most combat on this map will take place ar long range. There 
are several places where players can climb above ground level 
and shoot down on opponents. Crouch when youre in these 
positions to present a smaller target. Also, the long ranges 


make sensor detection difficult. 


Amazon Research Outpost 

This is an especially good map for Double Bluff or Double 
Stronghold games. You can exit each building unseen from the 
other. The open area between the vwo buildings can be a kill 
zone, however. Don't forget that you can walk on the cover 


over the walkway between the buildings. 
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This is another great map for all tvpes of eames. The ground 
zl | 5 4 


floor is a maze of halls and rooms, and the narrow tunnels in 


the KOMET S below provide da Wav ro sneak up behind enemies. 


BioDome 

BioDome is the king ot maps, appropriate for any game type. 
There are several places to establish kill zones. If vou re defend 
ing a security post, place your operatives up the stairs on the 
landings, where CCV heartbeat sensors can! derect VOL. [he 
more players tor chis map, the better the game. Again, the 


automatic doors make sneaking up to breach difficult. 
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Not only does the Eagle Watch Mission Pack add 


five new missions to Rainbow Six, it also gives the 


player four new operatives and three new 
weapons to use in completing these missions and 
for multiplay. What follows are some of those 
additions. 


New Operatives 


Eagle Watch provides four new operatives to add 
to your teams, all taken from Tom Clancy's 
Rainbow Six novel. If you've read this great book, 
the names will be very familiar to vou. All the 
new operatives are good choices for a variety of 


tasks. 
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Johnston, Homer 


Personal Information 
Identification Number: RCTOO47-B0381 
Nationality: American 
Specialty: Assault 
Date of Birth: 23 August 1972 
Height: 183 cm 
Weight: 73 kg 
Hair: Bland 
Eyes: Brown 
Gender: Male 


Background 


Born in Boise, Idaho, USA. Father logger, mother secretary at 
lumber mill. Brought up in true mountain-man fashion. Shot 
his first deer at age 10. Former Green Beret and Delta Force 
member. Part of 101st AirMobile, Fort Campbell, Kentucky. 


Found his way into Black Ops by 1989. Definitive distance 
runner. Relies on stealth and speed to set up his sniper loca- 
tons. Expert wich all rifle rypes. Spends free ume hunung 
with Weber and visiting his parents. Unmarried. 


Notes 

Johnston is one of the snipers assigned to the RAINBOW 

team. As such, he has great Firearms and Stealth skill levels. 
With the HK G3A3 rifle, he's deadly ar long range. Assign 


Johnston to a team thar must pick off tangos from a distance. 


He'll eitve vou a new understanding of the sniper motto, 


“One shot, one kull. 


CMAPTER EIGAT 


Aagressian: 89 
leadership: 83 


Self-gaatral: 87 
Stamina: 98 
Teamwork: 88 
Demalitions: 55 
Electronics: 50 
Firearms: 98 
Grenades: 70 


ABBITIONS TO THE RAINBOW TEAM 


NOLSNHOL 


Loiselle, Louis 


Personal Information 

Identification Number: RCTO0O13-B5828 
Nationality: French 

Specialty: Assault 

Date of Birth: 06 June 1968 

Height: 178 cm 

Weight: 68 kg 

Hair: Black 

Eyes: Brown 

Gender: Male 
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Background 


Born in Paris, France. Married to Elaine, three vears. Father 


mT | former commercial pilot, mother a clerk at local department 
Attributes E 


Aggressian: 80 
leadershi p: Bà Involved in tactical espionage and counterespionage through- 
Self-cantral: 100 out Europe. Began training DGSE recruits in 1985. On 
Stamina: 85 assignments, he's a utility player and doesn't disturb easily. 


Teamwork: 83 


store in Ävagion. Former member, French Parachute 
Division. Detailed to DGSE. Part of action group Service 7. 


He's a marksman with pistols and rifles, but 1s experienced in 


Bemalitians: 49 all forms of counterterrorism. He spends most free time read- 
Electronics: 7 
Firearms: 34 | Notes 
krenades: /0 Loiselle is a good choice tor an assault team in che support 
Stealth: 18 role. He'll do a great job covering vour back during a mis- 
Ll 


ing and with his wite. 


sion, and will stay calm, even when stuff begins hitting the 


fan. Place him in a teams second slot. 
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Price, Eddie 

Personal Information 
Identification Number: RCTOO49-B4197 
Nationality: British 
Specialty: Assault 
Date of Birth: 21 September 1958 
Height: 186 cm 


Weight: 84 kg 
Halir: Brown 
Eyes: Green 
Gender: Male 


Background 


Born in London, England. Father deceased, mother living in 


Cambridge, retired nurse. Price is a former color sergeant, Attributes 

serving in the 22nd SAS ar Hereford. Spot-promoted to Es De 
Sergeant Major. Spent time in Northern Ireland for che 1ách Aare 8 ston. d 
Intelligence Company. Highly trained in techniques includ- leadershi p: dò 
ing COB, IR photography, and covert surveillance, “the belf-cantral: 40 
Company” pertorms in Northern Ireland, monitoring known BAET IT ENE DE 


[RA terrorists and preemptively striking terrorist targets. Teamwark: 98 
Involved in hostage rescue, Colombia, 1984. Extremely phys- 


Demalitians: 11 
Eleetranies: Bà 
Firearms: 36 


Notes Grenades: 1] 
Price is the first sergeant of Chavezs team in the novel. With Stealth: 89 


more experience than any of the other operatives, Price 


ically fit and an expert marksman. Enjoys reading, smoking 


his pipe, and working out with Weber. Unmarried. 


makes a great team leader. Not only does he have great lead- 


ership skills, bur he's also very proficient with firearms. 


hel 


CHAPTER EIGHT __ KODITIEONES TO TEE RAINBOW TEAN | 


4 


ei 


Weber, Dieter 


Personal Information 
Identification Number: RCTOOI7-B7682 
Nationality: German 
Specialty: Assault 
Date of Birth: 09 July 1971 
Height: 191 em 
Weight: 98 kg 
Hair: Blond 
Eyes: Brown 
Gender: Male 


Background 

Born in Munich, Germany. Father ironworker, mother 
Attributes deceased. Graduate of German Armys Berger Fuhrer 

| ni (Mountain Leader) schools, one of the world's toughest, 

Ù garEsston. 93 physically. Came from GSG-9 team, part of the former 

Le d d ershi ij 13 Border Guards, the Federal Republic's counterterrorism team. 

Self-eontral: 84 Fluent in English and German, his marksmanship is matched 

Stamina: 100 by only a few team members. Spends free time hunting, 

Teamwork: 90 working out with Price, and practicing tai kwon do. 


Unmarried. 


Demaolitions: ad 

Electronics: Bi | Notes 

Firearms: 100 | Weber is another one of RAINBOW's snipers. While he has 
Grenades: 17 great Firearms and Stealth skill levels, he's not che best leader. 
Stealth: 96 You may want to control him, however, so either put him in 


charge of a small team or keep him alone at a distance from 


the action to supply fire support. 
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New Weapons 


You now have three new weapons to use in your war against terrorism. Each of these will add more 


firepower to your teams and give you an advantage over your enemies. 


Heckler & Koch G3A3 

The G3A3 is Heckler & Kochs standard assault rifle. 
It fires the powerful 7.62mm NATO round. This is 
the most accurate rifle in RAINBOW s arsenal. 


Notes 

This is your best weapon choice for long-range shooting. Give this to snipers like Johnston and 
Weber and they Il drop tangos before the bad guys know what hit them. Sniper view has a great 
zoom-in and allows you to fire single rounds into the heads of tangos, even when they re near 


hostages. 


Heckler & Koch G36K 

[he G36K is Heckler & Kach's latest assault rifle. Ies 
compact design makes it useful in close quarters, and 
its 5.56mm round will penetrate most body armor. 


Notes 
Firing the same round as the M-16, the G36GK gives added punch to assault teams working at short 
range with little room to maneuver. Use this against tangos wearing body armor when you must 


advance through narrow corridors or other such areas. 


IMI .50 Desert Eagle 

The IMI .50 Desert Eagle is a very powerful hand 
gun capable of punching through body armor. It has 
a limited six-round magazine, however. 


Notes 


Although the Desert Eagle has only a six-round 


magazine, given the limited use a secondary firearm 
gets, this shouldn't be a problem. Besides, with a .50-caliber round, it takes only a single shot to 
drop vour target, even if vou dont hit the tango in the head. Unless you must stay quiet, take one 


of these pistols along. If you must resort to your secondary weapon, this is one you can count on. 
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GHAPTER NINE 
EAGLE WATCH 
MISSIONS 


The five new missions included in the Eagle 
Watch Mission Pack can be difficult. They con- 
tinue right where the original game ended, with 
no easy mission to help you get back into the 


Tom Clancy's 


AINBOWSIXe 


hostage rescue business. As in Chapter 6, chis 
chapter covers the strategies and tactics necessary 
to complete each of the five new missions. 


The strategies include which operatives to 


use, how to assign them to teams, and which 
weapons they should carry. A brief walkthrough 
is then provided for each ot the teams and finally, 
a note sectuon describes how all the teams indi- 
vidual actions should be coordinated. While you 
may be used to giving teams their orders and 
having them automatically carried out, some of 
the new missions will require you to take control 
of each of the teams at critical and hazardaus 
instances. Therefore, be sure to include several 
Go cades for each team to provide pauses in the 
action to ease your jump trom team to team. 
One of the new features of the Eagle Watch Mission Pack is the Full Watch Made. This 
allows the player to view the actions of all the teams during a mission, without taking control of 
any of them. This is a good way to test your plans for a mission and see where changes can be made 


as well as when vaur skills as a leader will be most needed during the acton. 
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Mission 1-Operation: Little 
Wing 


03.10.01 0600 
Russia 


Mission Orders 
Militant terrorists have taken the Shuule Buran site. They hold 
a scientist and two workers hostage, along with a bomb, in the 
shuttle cockpit. You must enter by way of the launch pad. Find 
the hostages and neutralize all terrorists at the site. 

The height of the tower prevents us trom providing outside 


heartheat sensor support. Consider taking along ä portable unit. 


Objective 


|. Rescue (he workers. 


MissinDaa 

Difficulty level Terrorists _Hostages Other 
Becruil IE d None 
Veteran I8 d None 
ile N d None 


Fig. 9-1. Tangos hold the workers hostage in the 


command section of the shuetle. 
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Team Assignments 


Blue Team 
Operative Primary ___ Secondary lot 1 lot 2 Uniform 
Bogart! GA Desert Fagle frag Grenade flashbang Urban Light 
Fillon MPo-A2 Aa Mark 23 Heartbeat Sensor Flashbang Urban Light 
Red Team | | Legend 
Operative Primary _ Secondary _ Slhat! Slot 2 Unitorm | CC) revorst 
Johnston GA Desert fagle fran Grenade Flashbang Urban Light (H) Hastage 
Rakurankd WPG-A2 AoMark24 _Heartheal Sensar Flashbang Urban ioht EJ vaaderuo 

[ Ladder Down 
Green leam 8 or F FEAE 5 Stairway Reference 
Operative Primary becondary lat | alat 2 Uniform A 
Price GAD Oesertfanle Fran Grenade Flashbang Urban Light keet: 
Raymond MP5-A2 Ai Mark 23 Heartbeat Sensor Flashbang Orbanlight | _-/ untocked Door 


1-A Room Designation 
(first floor, first 
room) 


zi Stream 


Map 9-1: Operation: Little Wing 


stairs up 


ladder up 
ramp up 


inserlion 


extraction zone 


stairs up 


Map 9-1 (contd. Operation: Little Wing, Mission 1 stairs down 


ramp down 


Stairs down 


stairs dawn 


ladder down 


mk 


an(T) 


CH) LN fu\ 
| | 
‚H Fr, K H/ h Hi 


stairs down ladder down 


large window 
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Strategy 
er” [Ff you thought the first mission would be just a refresher 
Lp course, guess again. These tangos also have itchy trigger fingers, 
vi so vou ll have to shoot fast and accurately if yaure to accom- 


rn plish the mission objectives without losing your entire team. 
he missions in the 


\Eagle Watch Mission 
Packare very difficult, 
and the computer Al 
controlling your opera- 


Heartbeat sensors are mandatory for each team. These gadgets 
will help keep your operatives from being blown away as they 
go around a corner. 

The metal walkways will make noise if yau move too fast or 
Tr MGE are wearing heavy uniforms. Move quietly to avoid alerting the 
tives often tsnt quick 3 

enemy. 
enough to get of} the 
first shot. To keep all 
yaur people alive, there- 
fore, its important that 


You'll use three teams for this mission. It could be accom- 
plished with only two, bur that would necessirate backtracking, 
All three teams must advance toward the shuttle, taking out all 


tangos along the way. By the time they reach the shuttle, the 
vor contral them when î 


they face opposition. 
Place several Go codes 


only tango left should be the one guarding the hostages. He's 


very difficult to kall without enda ngering the hostages. 


in the orders to provide 


I hold Blue Team 
aces to hold one team rm EAS 
ie Blue Team is your main team. Begin by climbing the stairs 
while you take control alten 
ee near the insertion zone. Set the Rules of Engagement to 
of another. en ME 
Advance so vour supporting operative will use the Heartbeat 


sensor. The first tango is in room 3-A. Throw a frag grenade 
around the corner to take him out. Head through the room to 
3-B. Use caution as you enter here. A tango may be on the 
ground or up the stairs on landing 4-A. You may 
have to shoot up through the stairs to get him. 
Otherwise, he'll be in control room 4-B. If so, take 
him out with a grenade. 

First, shoot out the glass in this room—and stay 
near the door. Use Sniper view to target the tango 
on the walkway to the shure. Move forward cau- 
tiously, and you can also snipe three other tangos 
left of this walkway. When all is clear, shoot out the 


shuttle windows. Hold here for Go code Alpha. 


Fig. GZ, Clear aut control FENCE á-B, and then st it a 


a sniper post. 


Ean 
104 
led 
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When vou return to Blue Team, head our along 
the catwalk toward room 4-C. Throw a trag grenade 
into the room to take out the tango then hold again 
for code Alpha. 

By now, you ve eliminated all tangos but one. 
Mustering all che srealch you can‚ move carefully 
along the cavwalks and across the root ot the walk- 
way to the shuttle. Set your rifle to single-shor. 
Advance quietly until you can see the tango guard- 
ing the hostrages through the shuttle window. 
Ouickly take him down betore he kills any hostages. 
IF the mission doesnt end, return to the extraction 
zone, at code Delta, via the fourth-level walkway 


and stairway 4. 


Red Team 
Red Team's job is to clear the far side of the launch 


platform, as well as the area leading to the shuttle. 


Hold in hallway 1-A for code Bravo; then enter 1-B. 


There may be a tango there, so check the heartbeat 
sensor first. Carefully strafe left as you face arca 
[-D. There's a tango on vour level, and a couple on 
the walkways above. Take out as many as vou can, 
and then turn around and head out to the catwalk 
to l-F [heres a tango ar the top of the ladder in 
front of vou and another on the catwalk ar your 
level. Drop them both, and then head to 1-G. Clear 
out hallways 1-H and 1-1. Hold at the foot of stair- 
way d. 

After another code Bravo, ascend the stairs care- 
fully. Often you'll find a tango at the top, near 3-E. 
[f not, wait until one appears and kill him. Then 
eliminate any tangos in the 3-F area, without expos- 
ing yourself to che terrorist in the shuttle ar 3-H. 
Hold for another code Bravo. 

If Blue Team cant get the tango in che shuttle, 
its up to Red Team. Ser your rifle to single-shot. 


Move forward toward the shuttle walkway. As vou 


Fig. 9-3, After shooting aut the control room’s glass win- 
dows, take out the tango in the walkway to the shuttle. 


Fig. 9-4. Blue Team must carefully and quietly walk 
across the roof of the walleway to the shuttle. 


Fig. 9-5. Shoot through the shuttle windows to kill the 
tango guarding the hostages. 
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face it, strafe a bir to the right until you can see the 
first vwo hostages, bur not the tango guarding 
them. Throw a flashbang as tar as you can into the 
shuttle. Then quickly choose Sniper view for the 
rifle and strafe right, unul you see the tango. Pause 
briefly unul the targeting reucle shrinks back down, 
and then fire a single round into the tangos head. 
Use care: even a three-round burst at this range 
could spread enough to kill a hostage. 


Wich che shuttle clear, give code Delta, enter the 


Fig. 9-6. Red Team must take out the tango at the top of shuttle, and then escort the hostages down stairway 
the ladder, als well ds the Ont on the catwalk at the same Â, | nd then ra the extracton ZONE. 
level. 


Green Team 

Green Team's job is to clear an escape route for Blue 
Team and the hosrtages, should one become neces- 
sary. 

Hold ar che insertion zone tor code Charlie. 
After receiving the code, take the right passage 
toward room 1-C. There could be a tango inside. 
He may not show up, because the red dot on the 
heartbeat sensor may be over the red line tor the 


extraction zone. Frag the room, or at least throw a 
Fig. 9-7. If you wait outside hallway 1-G, a tango will 


flashbane in before vau enter. Hold in this room 
walk by eventually. Drop him. 5 ' 


while covering hallway 1-E. 

At the next code Charlie, advance toward 1-J. 
Then carefully climb srairway 3. Hold ar the top, 
without exiting the stairway. You may have to help 
Blue Team vake out a tango. Ar code Delta, Green 
Team retraces its path room 1-C and the extraction 
zone, clearing the path for Blue Team and the 


hostages. 


Notes 
Take control of all the teams as they encounter the 


Fig. 9-8, If Red Team must take out the guard, first 
throw a flashbang into the shuttle, and then shoot care- 
fully dawn the passageway with the rifle KEE EO single- 


enemy. While Red and Green hold near the inser- 
tion zone. take Blue Team to its first hold. 
shat. 


(u 
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[hen take command at Green Team unul its next 
hold, followed by Red Team. Blue Team clears out 
4-C, and then holds. Then Red Team climbs the 
stairs and waits at 3-E. Once Green Team is in the 
stairway, give Blue Leam code Alpha to take our the 
guard. After the shuttle 15 clear, give C ode [ delta and 


extract the hostages, as well as vour team. 


Mission 2-Operation: 
Sapphire Rising 


03.13.01 
India 


Mission Orders 

Sikh terrorists have planted a bomb in the Lay 
Mahal. They also hold four hostages on the second 
floor. Find the bomb and disarm it, and release the 
hostages unharmed. 

You'll be inserted on the roof of the structure. 
Meet back on the raot with the hostages ar the 
extraction point. 

We have ser up heartbeat sensors around the Taj 
Mahal, so you should have full information on ter- 


rorist locations once vou ve been inserted. 


Objectives 


|. Disarm the bomb. 
2. Rescue the tourists. 


Mission Data 


Difficulty Level Terrorists Wostages Other 
eersil IE Ä | amb 
Veteran Lj \ | Band 
Kite U \ | and 
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Fig. 9-9, Green Team must clear out the extraction zane 


that's alsn the COS OM ALE suit FRET, 


en EM 


Fig. 9-10. The Taj Mahal is filled with priceless artifacts. 
You must free the hostages and disarm the bomb with- 
out wrecking the place. 


Tom Clancy's 
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Team Assignments 


Blue Team 


Operative Primary 
Ghaver MP5S05 
Yacoby MP5505 


Morris HP550s 


Red Team 


Operative Primary 
Walther MP5sD5 
(oiselle MP5sD5 
Green Team 
Operative Primary 
Noronha MP55D 
Arnavisea MP5oD5 


Secondary Slott _ St? Uniform 
Ji Mark-al Hashband Emply Urban Medium 
Ai Mark-al Flashband Emgly Urban Medium 
Ai Mark-50 Hashana Demolilians Ki Urban Medium 
Secondary Slot! Slat 2 Uniform 
AhMark-sD __ Flashbang Empiy Wrban Medium 
4 Mark-5l Flashbang Emply Urban Medium 
Secondary Slat 1 Slat 2 Uniform 
AiMark-sd _ Flashbaag Emply Urban Median 
A5Mark-50  Flashbang Emply Urban Median 
Strategy 


This is another tough mission, but its not as bad as the first. 


Heartbeat sensors have heen placed all araund the building, SO 


the teams needn't carry them. This gives you a big advantage, 


because vou can see where all the tangos are hiding. 


Although vou can accomplish this mission with only twa 


Fig. 9-11. Blue Team must clear the raaf over the 


enEmIcs and prevent them fram running downstairs LLL 


warn the others. 


De 
18 
eh 
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teams, three is best. While vwo teams rescue the 
hostages, the third goes after and disarms the 
bomb. Because the Taj Mahal is a historical site 
containing many precious artifacts, use no frag 
grenades and keep your shots on target. Stay as 
quiet as vou can. If the tangos guarding the 
hostages see you, they'll gun down the tourists 
immediately. 


Blue Team 
Blue Teams mission is to get down to the first floor 
and disarm the bomb. First they must clear the 


roof, however. From the insertion zone, head into 
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Ladder Up 


U 


hs 
he 


Ladder Down 


Stairway Reference 


Locked Door 
stairs up 
EL | Unlocked Door 
Fi 
pe Haam Designation 
î Pi he hk (first floor, first 
raam) 


slaurs down 


slairs up 


stairs up 


stairs down 
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Map 3-2 (conv. Operation: Sapphire Rising, Mission 2 


insertion zone 


stairs dawn 


slairs down 


extraction zone 


the covered hall ar 4-A, and then advance to the 
other end. From there, you should be able to rake 
out at least two of the three tangos on the roof. If 
one tango heads toward the insertion zone, the 
other teams will take care of him. However, you 
must make sure none of them runs down stairway | 
to warn the other tangos. 

Wich the roof clear, carefully make your way 


down stairway 1. There may be a tango there, or 


one may walk in. Clear out area 3-A, and then head 
Fig. 9-12. Use caution as you descend the stairs. to stairway 3. Hold before descending to the first 
floor. 

Art code Alpha, make your way to the ground floor. Take 
out any tangos in the stairway and in the hallways below. Two 
tangos wait in the tomb area in the center, wich the bomb. 
Red Team should have taken them out already. If not, lob a 
flashbang in, and then rush it. Order Morris to disarm the 
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bomb, and then make your wav back to the roof 


following the path vou took down. 


Red Team 
Red Team must rESCUE TWO of the hostages and help 


clear the tomb area for Blue Team. 


Hold at the insertion zone for code Bravo. Take 
out any tangos on the root that may have gotten 
away from Blue Team. Then head down stairway 2, 
alert for parrolling tangos. You'll probably 
encounter a couple of tangos in area 3-E, bur you 
can dispatch them easily. However, area 3-D can 
have up to three tangos. Check the map to locate 
them. Throw a flashbang into the room with the 
tangos to stun them, and then rush in and kill hem 
all— bur don't hit the hostages. 

With this area clear, move toward the balcony at 
3-C and rake our the vwo tangos there. The balcony 
gives you a great short down into the tomb area, 
Take our both tangos in area 1-A and any others 
vou can see. Then return to 3-D and escort the 
hostages back up to the roof and the extraction 


zone via stairway 2. 


Green Team 

Green Team's assignment is similar to Reds. Hold at 
the insertion zone until you receive code Charlie. 
Then follow Blue Team down stairway 1 to area 3-A. 
From there, look at the map to locate the hostages 
and tango guards in area 3-B. Take out the tango 
near the doorway, and then throw a flashbang into 
the room with the other two. Rush in and drop the 
stunned tangos before they can react. Finally, escort 


the hostages to the roof via stairway |. 


Notes 
Often vou can let the computer handle Red and 


Green LEAMIS, bur the Al usually mCLs voor mn 
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Fig- 9-16. From the balcany, you can take out the two 
tangos in the tomb area below. 


Fig. 9-17. Slowly strafing to one side brings a tango into 
view, and you can eliminate him before he even knaws 
you're there. 


Fig. 9-18. Once the guards are dead, escort the hostages 
to the extraction zone on the roof. 
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killed, especially in the stairways. Instead, start off 
in control of Blue Team and clear the root while the 
other two teams hold. Take Blue Team down stair- 
way 1, and then hold at stairway 3. 

Now take control of Red Team and lead them ta 
free vwo of the hostages; clear the balcony as well as 
the tomb area below. The computer can take Red 
Team and the hostages back to the roof while you 
take control of Green Team. Ger the last two 
hostages, and let the computer escort them to the 
roof. Finally, resume control of Blue Team to dis- 
arm the bomb on the ground floor and eliminate 
any remaining tangos. 


Mission 3-Operation: 
Lion’s Den 


03.26.01 1500 


Landon 


Mission Orders 
NOMAR terrorists have seized Parliament digni- 
taries and are holding them hostage in the Big Ben 
clack tower. Police have sealed the area around the 
houses. Numerous terrorists guard the tower 
entrance. Take our all resistance and rescue the 
hostages. 

We've ser up heartbeat sensors around the build- 
ing, so you should have full information on terror- 


ist locations once you ve been inserted. 


Objective 


1. Rescue (he dignitaries 
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Mission D 
Difficulty Level 
Keern! 

Veteran 

Eite 


ala 


Terrorists 


Team Assignments 


Blue Team 

Operative Primary 
Gaver GJA 
Arnanisea Gok 
Yacoby GK 
Red Team 

Operative Primary 
Price Gd 
Laiselle GBK 
Rakazanka GEN 


Secondary 
Desert fagle 
Desert fagle 
Desert fagle 


Secondary 
Desert fanle 
Desert fanle 
Desert fagle 


Nut 
Naut 
Naut 


òlat 1 

frag Grenade 
rag Grenade 
frag Grenade 


Slot 1 

frag Grenade 
Frag Grenade 
Frag Grenade 


Other 


Fig. 9-19, Terrorists have taken control af the British 


Parliament building and hold hastages in Big Bens 


Ù le ck LOE. 


Slot 2 

fra Grenade 
frag Grenade 
frag Grenade 


slat 2 

feag Grenade 
Frag Grenade 
Frag Grenade 


Uniform 

Urban Medium 
Urban Median 
Urban Median 


Uniform 

Orban Medien 
Urban Medion 
Urban Medium 


ke Phe tangos move about the building constantly, especially on 


\the gr vund floor. Therefore, the map shows no tango locations. 


beat sensors set up outside the building. 
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Strategy 
This is a tough mission. Right from the beginning, 
tangos will come after you and your teams. All 
the tangos wear body armor, so take along weapons 
that will penetrate. 

You begin on the ground floor of Parliament. 
You'll need two teams for this mission. While one 
secures the ground floor, the other heads up the 


clock tower ta rescue the hostages. 


Heartbeat sensors already have been placed 
around the building, so your teams neednt carry Fie: ode Teen beads don into (HE dehnel. where 
them. You'll find most tangos waiting around cor- it will wait for the ground floor to be cleared. 
ners. À great tactic for getting through this mission 
is to bounce a frag grenade off an opposite wall 


back toward the target. 


Blue Team 

Blue is the hostage rescue team. From the start, 
have them run down into the tunnel under 
Parliament and hold halfway through it. 

At code Alpha, continue down the tunnel and 
emerge at area 1-F. The ground floor should be 
clear by now. One or two tangos wait on stairway 
3's first landing. Take them out, and then make 
your way up the clack tower. Àt each COENE, check 
vour map to see whar lies ahead. Ar least one tango 
awaits you on each flight. Frag grenades work well 
for taking them out without exposing yourself. 
Also, strafe slowly past the corner until you can just 
barely see the enemy. Switch to Sniper view and 
inch out just a bit more so you can shoot them 
quickly in the body ar head. 

After several flights, you will come to a large 
room with gears. To the right of the door are two or 


three tangos. Bounce a frag grenade off the gears 


and vou can take them all out with a single blast. 
Ee 5 Fig. 9-22, Strafe slowly past stairway corners until you 
Clear out this room and then head up the next can just see tangos ahead. Shoot them before they can 


flight of stairs, which lead to the last room. see and fire at vou. 
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SNAINBOWSIN 
Set your teams ROE to Clear. Carefully make your 
way into the room. There are several terrorists in 
this room and two on the walkway above, with the 
hostages. Move counterclockwise along the wall as 
vou take out the tangos on your level. Try to pick 
off the tangos overhead, as well. 

You must clear this area quickly, betore the ran- 
gos can kill che hostages. When the area is secure, 
escort the dignitaries down the clock tawer to the 


extraction zone in room 1-C., 
Fig. 9-23. Pick off the tangas from below, before they 
can harm the hostages they're guarding. Red Team 
It's Red Team's job to secure the ground floor. Av 
the start of the mission, expect ar least one tango to 
come and check out the insertion zone. Drop him, 
and then head into the House of Commons (1-D) 
and rake out any tangos there. Next, head up stair- 
way 2. Watch out for tangos that may be coming 
down. At the top of the stairs, follow che walkway 
to the House of Lords (1-A). 

Along the way, you'll pass two openings chat 


loak down on rooms 1-C and 1-E. From there, you 


Î Ee et can shoot down at the tangos covering the extrac- 
Fig. 9-24. When the area is secure, escort the hostages to 


safety. One looks like the Belgian ambassador to Great ton zone. [here may be two or three. lake out as 
Britain. many as you can now, so there will be fewer later. 


Conunue to the House of Lords, and make 
your way down stairway |. Clear out chis large 
room, and then finish off any survivors in room 
1-C before securing area 1-E. Finally, hold short of 
stairway 3 while Blue Team rescues the hostages. Ar 
code Delta, head for che extraction zone. 


Notes 
Ie's not difficult to operate both teams during this 


mission. Start in control of Red Team. Secure the 


ground flaor while the computer takes Blue Team 


Fig. 925. Secure the House of Commans, and then head Nn é 
up to the overhead walkway. into the safety of the tunnel to await code Alpha. 
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When Red Teams job is complete, take control 
of Blue Team and head up the clock tower to rescue 
the hostages. Red Team will cover the foot of the 
stairs to prevent missed tangos from sneaking up on 
Blue Team. As Blue and the hostages reach the 
ground floor, give code Delta so Red Team will lead 
the way to the extraction zone, and the end of the 


mission. 


Mission 4-Operation: 
n | 5 Fig. 9-26. From the walkway, vou can take out tangos 
Red Lightning below in rooms 1-C and 1-E. 


Ghina 
Mission Orders 
Kang revolutionaries have captured tourists visiting 
the fabled Forbidden City. They ve divided the 
hostages into three groups and are holding them in 


separate buildings. Find the hostages and meet at 


CEnNEEr COLUTI for transport OLL. 


We've set up heartbeat sensors all around the Fig. 9-27. Red Team covers the stairway as Blue Team 


Ee er : 5 goes up for the hostages. 
city, so vou should have full information on terrorist 


locations once you've inserted. 


Objective 


|. Rescue the tourists. 


Mission Data 


Difficulty Level Terrorisls Hostages Other 

Becrui 8 ì Kane 

deleran U Ü ue Fig. 9-28. Everyone made it safely to the extraction zone. 
Eide ij i Kont 
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Team Assignments 

Blue Team wis 
Operative Primary becondary 
Wallher MP5oDs 45 Mark-50 Flashbang Emaly Urban Medium 
Maldini MP55D5 45 Mark-50 flashbang mply Urban Medium 


Sat st2 iten 


Operative Primary becondary Slot 1 slat 2 Uniform 
Bogart MP5SDS A5 Mark-50 Flashbang Empty Urban Medium 
Burke MP55D5 Ai Mark-50 _ _ Flashbang Emply Urban Medium 


Operative Primary decondary slat 1 Slot 2 Uniform 


Koranha MP5s0s 45 Mark-ad Flashbang Emply Urban Medium 
Hanley MP5S0s A5 Mark-50 flashbang Emply Urban Medium 


strategy 

This mission is easier than previous ones. In fact, 
vou can probably ler che computer handle some 
teams for part of the mission. 

Your teams begin outside the Forbidden City. 
They must infiltrate as quierly as possible and res- 
cue the five tourists held hostage on the second 
floor ot three ditterent buildings. Heartbeat sensors 


are positioned all around the compound, so your 
teams neednt carry them. The plan is for the three 


Fig. 9-29. Terrorists hald hive hostages within the 
Forbidden City. teams to clear the entire ground level before 


assaulting the second floors and securing the 
hostages. 
Blue Team 
Blue Team must lead the way for the other two teams and help clear out most of the 
ground level. From che insertion zone, carefully enter area 1-B. Take our a possible 
tango in area |-A, and then another in 1-C. Then head through 1-A to the entrance to 
l-F. Switch to Sniper view just before entering l-F and look up at the second-floor bal- 
cony. Take our the tango patrolling there, followed by the one at ground level. 
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The Forbidden City: Red Lightning, Mission 4 
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stairs down 


stairs down 


stairs dawn 


Fig. 9-30. Blue Team carefully moves into the first area. 
If you're quiet, you can take out the first tango or two 
without them even knowing you're there. 


Map 9-4 {cont The Forbidden City: Red Lightning, Mission 4 


Areas. 


Rush into building 1-J and clear the 
ground floor there, as well as courtyard 
1-H. Continue to area 1-L and I-N, 
where another tango patrols. From 
L-N, you can take out the two tangos 
in building 1-P Carefully enter the 
building and clear area 1-O from inside 
l-P. Now move to the stairs and hold. 

Art code Alpha, carefully climb 
halfway up the stairs. Ser the ROE ro 
Clear. Then turn a little past 90 degrees 
to the right and throw a flashbang over 
the railing into the upstairs room. 
Quickly switch back to your rifle and 
rush up the stairs to take our the 
stunned tango. Locate the hostage and 
escort her to the stairway. Hold for 
code Delra, and then rake the hostage 


ke) the extraction ZONG. 


Red Team 
While Blue Team clears the northern part of che 
cam pound, Red Team will secure the southern 


Fram the beginning, move over to the wall near 
the opening to area 1-D and hold. Ar code Bravo, 
rush into 1-D and take out the tangos in 1-E and 
L-l before you enter area l-l. Open the door and 
enter building 1-K. From the doorway, clear out 
area 1-M, and then hold. 

Art code Bravo, rush halfway up the stairs. Set 
ROE to Clear and throw a flashbang over the rail- 
ing, 40 degrees left. After it goes off, rush up and 


take out the tango. Locate the two hostages and 


escort them to the stairway before holding. At code 


Delta, take the hostages to the extraction zone. 
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Fig. 041. Before entering L-F, shaat the tango up an the 


balcony using Sniper view. 


Fig. 9-32. Be wary af a tango descending the stairs as 
vou enter 1-F, 


Fig. 9-33, Clear out the courtyard fram inside building 


Fig. 9-34, Throw a fNlashbang aver the railing hefore vau 
take out the tango in room 2-P 


Fig. 9-35. A tango lies dead ahead as Red Team enters 
the Forbidden City. Watch for the tango in area 1-E, as 
well. 


Fig. 9-36. Take out the two tangos in area 1-M before 
holding at the stairway. 
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Green Team 
Green Team will face only one tango, because Blue 
Team has cleared its path already. Hold ar che inser- 
tion zone for code Charlie. Then go chrough 1-B 
and 1-G into building 1-J. Hold ar che stairway. At 
code Charlie, ser the ROE to Clear, move halfway 
up, and throw a flashbang about 40 degrees right, 
over the railing. After it goes oft, rush up the stairs 
and kill che tango. Escort the rwo hostages to the 
stairway and hold for Code Delra. Finally, take the 
Fig. 9-37. Throw a flashbang over the railing to stun the hostages to the extraction zone. 
tango before rushing up to the second flaor and rescuing 
the hostages. Notes 

You should begin in control of Blue Team. Clear 
out the areas along your path. Usually, vou can give 
Red and Green teams codes Bravo and Charlie, 
respectively, after vou clear courtyard 1-H. 

The computer has no trouble with Green Team, 
but Red Team can run into trouble taking our the 
two tangos in area l-M. You may want to control 
them through this area. All teams will hold ar the 
stairways. It doesnt matter which goes first, but you 


should control their assaults to rescue the hostages. 
Fig. 9-38. Green Team rescues the two hostages in room When all hostages have been rescued, give code 


2). Delta to return all teams to the extraction zone. 


Fig. 9-39, The three teams take the hostages to the 
courtyard extraction zone. 
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Mission 5-Operation: 
Eagle Watch 


04.13.01 0300 
Washington, D.G. 


Mission Orders 

Members of che Red Sun Brigade posed as tourists 
to get past security at the capitol building, Inside, 
they killed a security officer and secured hostages— 
along with a cache of weapons. Police managed to 
clear the building and have blocked off exits. Recon 
tells us there's a bomb in the building, controlled by 


a terrorist via remote. Detuse the bomb before vou 


Fig. 040. Terrorists have planted a bamkh in the U.S. 


capital building and hold a Senator and an aide hostage. 


approach the Senate chamber, or the tango will ser it off. 


We've set up heartbeat sensors around the capitol building, 


so vou should have full information on terroristlocations once 


vo VE inserted. 


Objectives 


|. Prevent bomb detonation. 
1. Rescue hoth hostages. 


Mission Data 


Difficulty Level Terrorists Hostages Other 
Recrail ik Î Leah 
Veteran ik Î | demb 
Flite h Î Lamb 
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Team Assignments 


Blue Team 

Operative Primary 
haver HP5sDs 
Johnston LIEKE 
Yacoby HP55D5 
Red Team Ren 
Operative Primary 
Price MP5SD 
Weber MP55D5 
Raymand MP5SD5 
Green Team 
Operative Primary 
Walther MP55Ds 
MeAllen MP5sDs 


secondary 
Ai Mark-50 
Ai Mark-50 
Ai Mark-50 


gcondary 
A5 Mark-al 
Aá Mark-al 
45 Mark-sl 


Secondary 
Ai Mark-5l 
Aa Mark-al 


alot 1 

Frag Grenade 
Fran Grenade 
frag Grenade 


Slat 1 

frag Grenade 
fran Grenade 
fran Grenade 


Slot 1 
Frag Grenade 
Frag Grenade 


Mapa-5 Operation: Eagle Watch, Mission 5 


1 hd up 
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Strategy 


E en $ This can be a difficult mission, but you dont have to do it 

Lip pe alone. Just control Blue Team, and the computer can take care 

4 of the rest. 

map 3 This missions objectives are vwotold. First, disarm a bomb 

N Give your teams the on the ground floor. Then rescue two hostages held in the sen- 

\Clear order as they enter jé 5 
a Föoprôr a hallway 


where you expect some 


ate chamber on the second flaar. One team goes after the 
hostages, another disarms the bomb, and the third provides 


isk support for the first vwo. Heartbeat sensors have been placed 
ne f Rs Ì LJ ralf ' + ; E] E ni 
resistance, Llais keeps all around the building, so your teams neednt carry this item. 
computer-controlled 
yperatives ready to kill 
operatives ready Ù Bn Wa 


Pr LÀ kj Ee El r er d E Ee z 
tangos in surrounding You should control Blue Team. Although its main task is to 


areas, as well as alan e 


rescue the hostages, it also will help clear the ground floor of 
the waypoints. 


tangos. Fram the insertion zone, head through 1-B to 1-F, and 


then hold at 1-G. You'll have to kill several tangos along the 
way, bur as long as you stay quiet, no one will come 
looking for vou. 

At code Alpha, after the bomb has been dis- 
armed, head up stairway 2. A tango guards the foot 
of the stairs, so take him out before rushing in. 

At the top of the stairs, make sure no tangos 
wait to ambush you, and then head to 2-C. Open 
the door while standing to one side and take out 
the two tangos on your level, as well as others in 


the balconv above. Two or three tangos wait on the 


balcon v above the door, as well. Face the door and 


Fig. 9-41. Blue Team takes the lead and clears the hall- 
ways af the first floor. 


look up; then slowly walk backward until vou can 
throw a frag grenade onto the balcony and kill 
them all. 

With the chamber clear, escort the hostages out and down 
stairway 2. Continue to the extraction zone at 1-A, following 
the path you took earlier. Be careful: you may encounter a 


Lans ar wa an the Wav. 


Red Team 
Red Team's job is to provide support for Blue and Green teams 
as thev perform their tasks. From the insertion zone, rush into 
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area 1-B and hold near the doorway into chamber 
1-C. A couple tangos wait in this room. 

At code Bravo, rush down to 1-1 and cover the 
hallways while Green Team disarms the bomb. 
Following the next code Bravo, rush up stairway | 
to the second floor and proceed to 2-À, and then 
2-B. Hold at this last point and cover Blue Team's 


LD 


KT 


egress route after it rescues the hostages. When you 
receive code Delta, rush down stairway 2 and lead 


Blue Team hack to the extraction zone, taking aut 


any tangos along the way. 


cas Li il 
an (10E Hi he # 


stairway J. 


Kk 


Ei REI 


EEN 


Fie. 9-42. If vou enter room 1-E, vou'll find a librarv 
E } ] } 


Fig. O4á, Watch aut far the tango guard at the foot of 


where a tango hides behind some bookshelves, Move Fig. 9á5, Open the door to the Senate chamber 
quietly into the room and shaat him through a gap in carefully. You must take out both the tangos’on the 
the books. floor and those in the balcony above. 


Fig. 9-43. While Green Team takes care of the bomb, 
cover stairway 2. One or two tangos may walk out. Drop 


them before they can cause trouble. the floor and up in the balcony. 
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Fig. 9-46. Red Team covers chamber 1-C while Blue 
Team advances down the hallways. There are tangos on 
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Green Team 
Green Team's mission—disarm the bomb—is easy. 
In fact, if the other two teams do their jobs, Green 
Team wont have to kill any tangos. From the start, 
move through 1-B and hold ar 1-D. When you get 
code Charlie, head to room 1-H and disarm the 
bomb. Wich your task complete, head back to the 


extraction zone and wait for the mission to end. 


Notes 


This mission is fairly straightforward. If you com- 


Fig. 9-47. Cover the hallway while Green Team deacti- zes À 
mand Blue Team, the computer will have no trou- 


vates the bomb. 
ble taking control of Red and Green teams. Take 
Blue Team all the way to 1-G and cover the halls 
and stairs. Give codes Bravo and Charlie to send 
Red Team to cover l-l and Green Team to disarm 
the bomb. When Green Team reports thar the 
bomb is deactivated, give codes Alpha and Bravo. 

Take Blue Team upstairs to rescue the hostages, 
while Red Team clears the hallways on the other 
side of the second flaar. When the hostages are 
being escorted, give code Delta to send Red Team 
out ahead of you to cover the escape route for Blue 
Team and the hostages. The mission ends when the 
hostages arrive at the extraction zone. 


ded is Jer 


Fig. 9-49. Let the demalitvons expert dao his job. With 
the bomb disarmed, the mission is halt completed. Fig. 9-50, The hostages are rescued safely and escorted 
to the extraction zone. 
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ghAnNa0w ULTIPLAVER 
ADDITIONS 


Along wich the five new single-player missions, 

which you can also play in cooperative multplay- 
er mode, Eagle Warch adds several new mission 

types and maps. You can use the three new 


weapons against other human opponents, as well. 
The following paragraphs cover additions to the 
multiplayer game. 


En 
New Adversarial Games 
This mission pack gives vou six new mission 
types from which to select adversarial games. All 
are great for as many players as you can get 


together. 


Assassination 

In assassination games, each team has a leader, 

who looks like a civilian, at its base. The object is 
to locate and kill the other team's leader before it kills yours. There are a couple of ways to play this 
mission. You could just sit back at your base and take out the enemy team as it comes after your 
leader, and then go after the opposing leader. Or you can leave a guard or two at the base and send 
the rest of your team out to hunt down and kill the other teams leader. 
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n E E 
Scatter Assassination 
This game resembles Assassination except the oper- 
atives of each team are scattered about the map 


instead of beginning together at the base. 


Terrorist Hunt 

The mission gives multiplayers an extremely com- 
petitive mixture of team survival and terrorist hunt- 
ing. Each team begins at a base. Your goal is to be 
the first team to eliminate half che terrorists with- 
out being taking out yourselves by the opposing 
team. (Of course, nothings to keep you from killing the other 
team.) This is a good game for two or three players, because it 


gives each team more to shoot at. 


Scatter Hunt 
Scatter Hunt is like Terrorist Hunt except teams begin scat- 


tered about the map rather than together at a base. 


save Your Base 

In this interesting game type, each team begins at a base and 
must locate a detonator of corresponding color. The detona- 
tor will ser off a bamb ar the base unless the team can deacti- 
vate it before the other team can do the same. 

Although the primary objective is to locate the detonator 
and shut it down, it's also a good strategy to locate the other 
team's detonator and guard it. The longer you can prevent the 
enemy from deactivating theirs, the more time your team has 
to find its own. 

[t's a good idea to designate one or vwo team members 
demolitions specialists. They should carry a demolitions kit to 
help them disarm the bomb quickly. The player deactivating 
the detonator is a sitting duck, so protect that plaver as he or 
she works. 
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Fig. 1-1. In Assassination games, 


vou must kill the other teams 
leader—the oane who laaks like a 
civilian. 
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The base where your 


leader is located isnt 


alwegethe best place to 
maintain a good defense, 
so yon may want to con- 
sider taking him some- 
place safer. To move 
your leader, choose the 
Escort ROE and the 
leader will follow you. 
Remember to change the 
ROE once he is in a safe 
place so you dont lead 


him into dan ger. 
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Scattered Teams 
Scattered ‘Teams resembles Team Survival from the 
original game in that the objective is to kill all 
opposing plavers. However, in Scattered Team, all 
players start scattered about the map rather than 
together at their team bases. 


New Maps 


Wich the five single-player missions come five new 
multiplayer maps. All make for challenging games. 
Fig. 10-2. In Save Your Base games, 

vour team must locate your detonator 


and disarm it before the other team Shuttle Pad 


can deactivate their detonator. 


Thus is an excellent map far all game types, especially 

Stronghold and Assassination games, because it provides some 
great areas to hole up. The combinatuon of inside and outside 
areas also allows vou to engage In hath long-range sniping and 


C | Osc-Ud rters COM bat ú 


Taj Mahal 

This large building can be a lot of fun. The many 
small rooms provide some close combat. The long 
hallways can be deathtraps if an atracker isn't care- 
ful. Because the building is a museum, there are a 
lot of glass cases you can shoot up for extra noise, 


which you can use as a diversion. 


Big Ben 


Fig. 10-3. From the balconies of the Big Ben makes a great multiplayer map. All the balconies— 
two-story buildings, you can snipe at : 


ie atertenkrand ween dino ideal for ambushes—allow for a variety of defenses. The clock 
grenades down on them. tower provides one long kill zone. When playing Assassination 
games where the clock tower isn't a base, try ta get your leader 


to the top tor easier protection. 


Forbidden City 
The Forbidden City can be a challenging map. All three two- 


story buildings have balconies from which snipers can fire 


TATTER 
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down on other teams. Take a lot of grenades to throw over 


walls, either from ground level or from balconies. Sometimes 
vou can throw erenades into the ather teams hase tram the 


central buildings balcony. 


Capitol Building 

his map is ideal for any adversarial game. Its balconies, stam 
CASES, MANV FOOMS., and doorways allow for SOME Mall fire- 
fights and great ambushes. For the Capitol Building, consider 
taking breaching charges along to make a big entrance. Several 
long hallways are usetul tor defense. Stay tar enough trom cor- 
ners to avoid losses to corner-tossed enemy grenades. 


La 


Maps with Terrorists 

Several adversarial game types allow you to choose a map fea- 
turing terrorists. This can add a lot more adventure, especially 
when only a few plavers are participating. Íts also exciting in 
large games, because bullets will fly everywhere. Try different 
types of games wich terrorists, but remember to take enough 


ammo tor all the targets. 


City Street Large 

[his is the same area from the Fire and Movement Training 
exercise with underground passages and the ability to enter all 
of the buildings. While the area is quite small, it allows for 
some great ambushes and makes a quick game. Be sure to 
watch vour back because most buildings have more than one 


entry. 


Killhouse 2 

This area builds on the rwo-story killhouse by adding a second 
and identical killhouse. Though it is a small battle area, attacks 
on enemy bases can be deadly if your opponent sers up a good 
defense. Bring along grenades for throwing around corners and 


set up snipers on the roots. 
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Stealth 


A 


Actions, special, 57 
Advance mode orders, 63, 82 
Adversartal multiplayer games, 
16-170 
maps for, l6ä-l 7/0 
DAENS DEE Eagle Wirt 1, Z Ì U Pp, | £ 
special tactics far, 167-108 
types of missions tar, lab 16,7 
Aggression attribute, 11. See also indi 
vidual team members 
Airport map in adversarial game, 169 
Airstrip escape attempt with biological 
agents (Mission 8), 108-113 
Amazon Research Outpost map in 
adversarial game, 170 
Ark of Phoenix/Harizon Corporation 
(Missian 16), 154-161 
Arnavisca, Santiago, personal informa- 
tion, background, and notes for, 13 
Arrow keys to move and strafe, 1, 3 
Assassination adversarial game, 210 
Assault specialists, filling in teams 
with, 63 
Assault specialty, 12. See afso individ- 
ual team members 
Athlete's Village map in adversarial 
game, 170 


B 


Basic training, 1-10 

Beckenbauer, Lars, personal informa- 
tion, background, and notes for, 1á 

Belgian Embassy (Mission 1), 66-71 

Bennelli MI shotgun, 45 

Beretta 92FS 9mm-SD pistol with 
silencer, 3/7 


Beretta 92F5 pistal, F4 
Big Ben (Landan) (Eagle Warch 
Mission 3), 192-197 


Big Ben map in adversarial game, 212 
Bio Lab map in adversarial game, 169 
BioDome map in adversarial game, 
170 
Bialagic al warfare installatton in 
Idaho (Mission 7), 102-108 
Biosuit, 48, 155 
Black light, medium, and heavy uni- 
forms, 41 
Blitz speed, ú2 
Blue Team, exercises giving control ot, 
52, 55 
Bogart, Daniel, personal information, 
background, and notes for, 15 
Bombs, disarming 
in athletes v lage (Nissiaon 15) 
148-154 
an North Sea oil drilling 
(Mission Â), 7/44 
Bravo (w) to search offices for 
hostages, 55 
Breaching 
der ices for, / 
daar, 5.35, 165 
orders far, ú) 
uniforms for, 40 
Breaching and clearing, 49-52 
Breaching charge, 39 
selecting, 8 
when to use, 50, 53 
Briefing screen in planning stage, 
58-59 
Briefing stage in planning mission, 61 


Brightling, John 


capture of (Mlassion 1), 1954—lúl 


Tom Clancy's 


computer terminal of (Mission 12), 
131-136 
British neo-Nazi terrorists seizure of 
European mint (Mission 9), 
113-118 


Burke, Andrew, personal information, 
background, and notes far, 16 


C 


Calderon, Ramon (Mission 4), 84-89 

Camouflage light, medium, and heavy 
uniforms, 42 

Campaigns. See Missions 

Capitol Building map in adversarial 
game, 213 

CAR-15 assault rifle, 45 

un Shooting Range. Ik 
Characters, controlling, 1 
Chavez, Ding 


command specialn, of, 12 


as oper auonal leader of Rainbow Six, 


k, 
personal information, bac kgraund, 
and notes for, 17 
tutorial using, 2-3 
Clark, John, in briefings, 61 
Clear made orders, 62 
Climbing platform, 3 
Colt M-16GA2, 35 
Command specialty, 12 
Congo Mansion map in adversarial 
game, 168 
Control (commander), briefings by, 
58, 61 


(CTRL) to activate Sniper mode, 6 


Cooperative missions, 163-166 


D 
Dam map in adversarial game, 169 
DELETE) to load second clip, 5 
Delta (R) to return teams to starting, 
positions, 55 
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Demolition Range, practicing breach- 
ing at, 8 

Demalitions attribute, 12. See also 
individual team members 

Demalitions kit, 39 

Demolitions specialist, when to use, 
ûà 

Demolitions specialty, 12. See also 
individual team members 

Demolitians team, substituting other 
teams to manually disarm bombs 
for, 102 

Desert light, medium, and heavy uni- 
forms, 43 

Door, opening, 7 

Door charge, 7 

Double Bluff mission in adversarial 
game, 167, 170 

Double Stronghold mission in adver- 
sarial game, 166, 170 

Dauble-Room Kill House, 52 


DubBarry, Alain, personal information, 
background, and notes for, 18 


E 
Eagle Wrch Mission Pack 
new missions in, 180-208 
new operatives in, 174-178 
new weapons in, 179 


Electronics attribute, 12. See also indi- 
vidual team members 


Electronics kit, 40 

Electronics specialists, 127 

Electronics specialty, 12. See also indi- 
vidual team members 

Elite level campaigns, 58 

Embassy map in adversarial game, 168 

END key to crauch to avoid exposure, 
P 

Engage made orders, 62-63 

Escort made orders, 63 


Estate map in adversarial game, 170 
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European mint, seizure of (Mission 9), 
14-11 
Execute screen 
in planning mission, 64 


in planning SCARC, Ol 


F 


F1 | to toggle between first- and third- 
person views, 2 
Filatov, Genedy, personal information, 
backgrou nd, and nates for, 19 
Fire and movement exercise, 1Û 
Firearms, 3-5, A34 
accuracy Of, #4 
armIng team members with, GO, 63 
hiring, 4 
as Inactive during heartbeat sensot 
use, lh& 
praccing, > 
satery on, 4 
Fircarms attribute, 12. See also inds- 
vidual team members 
Flashbangs, 9-10, 38 
when tro throw, 50, 52, 53, 54 
Forbidden City (Eagle Warch Mission 
4), 197-202 
Forbidden City map in adversarial 
game, 212 
Fragmentation grenades, O, 10, 38 
when to use, 50, 52 
Free Europe (Mission 1), 66 


Full Watch Made to view actions of all 
teams, 1&U 


G 


Game Creation screen, 163 

Ga cades 
ro control other teams, Gl, G2 
prac LIC LEE, 13 


Lu provide pPauscs ad playe rs KO jamp 


tram team to team, L&U, 144 


Fom Claamner ns 


Green Team, Go code Alpha Ln send, 
55 

Grenade practice, 9-10 

Grenades, 9 


Grenades attribute, 12. See also indi- 
vidual team members 


H 


Hacienda map in adversarial game, 
168 
Haider, Karl, personal information, 
background, and notes for, 20 
Hanley, Timothy, personal informa- 
tion, background, and notes for, 21 
Heartheat sensor, 439 
far each team in mulnplayer games, 
L65 
only on teams wich Advance orders, 
GA, &À 
players on same level shown by, 167 
els useless ECE StaTWays, 16E 
weapons as inactive during use of, 
18 
when to use, 50, 53 
Heckler & Koch G3A3 assault rifle, 
179 
Heckler & Koch G36K assault rifle, 
179 
Heckler & Koch MK23 handgun, 36 
Heckler & Koch MP5A2 submachine 
gun, 34 
in Single-Room Kill House, 51 
Heckler & Koch MPSK-PDW subma- 
chine gun, 3á 
Heckler & Koch MPS5SDS5 with 
silencer, 34 
Heckler & Koch M23-SD handgun 
with silencer, 36 
Heckler & Koch USP pistol, 56 
Heckler & Kach USP-SD pistal with 


ar | 


silencer, 37 


Hendrickson, Bill, capture of (Mission 
13), 137-142 


AINBOWSIX 


an, 
Û 
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% 'n 
| 


HKMPS5-A2, character armed at in Taj Mahal (Eagle Witch Mission 
Shooting Range with, 5 2), 187-192 
Horizon Corporation in WHO research station (Mission 
Ark of, 154-161 2), /2/b 
computer system information about in WorldPark amusement park 


ans at (Mission (Mission 5), 89-94 


Phoenix Group p 
1. 1äl-156 


Hostage rescues T 
in adversartal games, 167 IMI .50 Desert Eagle hand gun, 1/79 
in athletes village (Mission 15), Intel screen 
Lá4ä-154 


Ln planning missions, Gl 


avoiding killing hostages during, 39, in planning stage, 59 


U, JJ Internet, multiplayer Rainbow Six on, 
in Belgian Embassy (Mission 1), 162 

Gh | 
in Big Ben, London (Eagle Watch J 


Nlisstan 3), 192-167 eh 
Johnston, Homer, personal informa- 


tion, background, and notes for, 175 


Jumping, 2 


breaching and clearing during, 
4050) 

in € apital building (Eagle Watch 
Missian 5), 203-208 


in dam berween | lungary and K B p 
Slovakia (Mission 6), 95-102 Kill House Two-Story map in adver- 
Ek sarial game, 168 
un drug lard ed house (Ausson dl, 5 d 
8á-R9 Kill Houses 
escorting hostages to safery during, im COOperarive multiplayer games, 
3 KA: 
En double-room, 52 
in European mint (Mission 9), ‚Je 
113-118 atfice, 53-55 
in Forbidden City (Eagle Warch practicing breaching and clearing in, 
Mission 4), 197-202 20} 
in Hendricksons motorcade single raam, 5Ì 
(Mission 13), 137-142 mwo-starv, 555, 
in Horizon Ark (Mission 16), Kit screen in planning stage, 60 
154-161 Kunst, Roland, as informant (Mission 
in North Sea oil drilling rig (Mission 6), 95-102 
Ih, FSH 
in Shurle Buran site (Eagle Warch T 


Niission 1), 18-187 


in Southampton Harbor (Mission 
10), 118-125 


Landmarks to provide information 
abaut terrain and structures, Ó1 


zn Lang, Anne 


acucs for, 535 AAE eN 
A ELIGS 0 ï disappearanc E In Brazil of (Mission 


14), 143-148 


MISSIEN PAEK: EAGLE WATEN - 


TOM GLANGY'S RAINBOW SIN - PRIMA'S DEFICIAL STRATEGY GUIDE 


ale 
UL 


phone hursed for link to Phoenix 
EN 


Laroup at home of, 126-130 


Leadership attribute, 11. See also indi 
vidual team members 


Local area network (LAN), multiplaver 


Rainbow Six using, 162 
Lackpick kit, 40 
tor puc king lacks on daars, /, 8 
Lofquist, Annika, personal informa- 
ton, backgrou nd. and notes far. 23 


Laiselle, Louis, personal information, 
background, and notes far, 176 


M 


M) key to toggle between Full-screen 
and action views of map, 2 

McAllen, Roger, personal information, 
background, and notes for, 24 

Magazine, time to change, 5 

Maldini, Antonio, personal informa- 
tion, background, and notes for, 23 


Maps in adversarial games, 168-170, 
212-213 


Maze, 2-3 
Mint map in adversarial game, 169 
Missians, 65-161, 180-208. See also 
individual missions 
background and story line for, 59 
cooperative, 163 


e Watch, 180-208 


bag 
ailed, making planning changes fal- 
lam IN, Gá 

objecuive far, 58 

orders for, 58 

planning, 61-64 

starting, 64 

strategy Contents Kor, û5 

tools for, 33-48 

types of adwersarial game, 156-167 
Marris, Gerald, personal information, 

background, and notes for, 25 


Movement, keys for, 1-2 


Mplayer, multiplayer Rainbow Six 
using, 162 
Multiplayer Rainbow Six, 162-170 
acversarmal missions in, LbG—l /U 
communtcatmons im, 13 ú 
cooperate missions in, 163-166 
hast player in, 166 
Operanon: Deep Magic, Nlisstan 12. 
for, 16 
Operauon: Razor Ice, Mission 10, 
for, 125 
tacucs an, 165 
voice opton for, 164 


Muluplayer screen, 162 


N 


Nomar terrorists (Eagle Watch Mission 
3), 192-196 

Noronha, Alejandro, personal infor- 
mation, background, and notes for, 
26 

North Sea oil drilling rig (Mission 3), 
Ar83 


Wumeric keypad to move and turn, Ì 


O 


Obstacle course, 2-3 
Office Kill House, 53-55 
Oil Rig map in adversarial game, 168 
Operation: Angel Wire (Mission 5), 
Frien «5 
maps tor, /l-8] 
mission data for, 7 
mission orders for, 7 
notes tor, &3 
strategy for, /8—/ 5, 62 
team assignments tor, /& 
Operatian: Black Star (Mission 14), 
143-148 
maps for, 145-146 


missian data for, 143 


{es 
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missian orders for, 143 
notes tar, 148 
Strategy for, 1áá, 146-148 
team assignments tor, láá 
Operation: Blue Sky (Mission 6), 
D5-_102 
maps for, 97-99 
missian dara far, 95 
missian orders for, 95 
nates for, 101-102 
SUFALEEY for, 96-101 
team assignments far, 96 
Operation: Cold Thunder (Mission 2), 
71-76 
Erp far, 4 


mission data for, 72 


mission orders for, 72 
notes far, 7ú 
Strategy for, 73, 75-76 
team assignments for, 73 
Operation: Deep Magic (Mission 12), 
141-136 
maps tor, 133-135 
mission data far, 131 
mission orders far, | 41 
nates far, 135 
strategy tor, 132-133, 135 
team assignments far, 132 
Operation: Eagle Watch (Eagle Warch 
Mission 5), 203-208 
maps for, 204205 
mission data for, 203 
mission orders far, 203 
notes for, 208 
strategy for, 206-208 
team assignments for, 204 
Operation: Fire Walk (Mission 7), 
102-108 
map for, 14 
mission data for, 103 


mission orders for. 102-103 
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notes far, 107-108 
strategy for, 105-107 
team assignments for, 103 
Operation: Ghost Dance (Mission 5), 
89-94 
maps tor, 92-04 
mission data for. 90 
mission orders far, 89 
nates for, 92-93 
strategy for, Jj-) 
team assignments for, 90 
Operation: Lions Den (Eagle Warch 
Mission 3), 192-197 
map for, 193-194 
mission dara far, 193 
misstan orders for, 192 
nates for, 196 
strategy for, 195-196 
Lea assignments far, 193 
Operation: Liutle Wing (Eagle Warch 
Missian 1), 181-187 
maps for, 182-183 
mission data far, 181 
mission orders far, 181 
notes for, 186-187 
strategy for, 184-186 
team assignments for, 182 
Operation: Lone Fox (Mission 13), 
137-142 
map for, 139 
mission data for, 137 
mission orders for, 137 
notes far, 142 
strategy for, 138, 140-142 
tango schedule for, 142 
team assignments for, 138 
Operation: Mystic Tiger (Mission 16), 
154-161 
maps for, 156-159 
mission data for, 155 


mission orders for, 154-155 
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nates tar, 1ú] 
strategy tor, 155, 60-161 
team assignments tor, 155 
Operation: Razor Ice (Mission 10), 
118-125 
ETL Kor, 


| 20-122 


for, 11% 


mission data 
mussion orders tar. 1 18-119 
notes far, 125 
strategy far, 120, 12424 
team assignments far, 119 
Operation: Red Lightning (Eagle 
Wieech Mission 4), 197-202 
maps tar, 199200 
mission data for, 197 
mission orders for, 197 
notes for, 202 
strategy for, 198, 200-202 
team assignments tar, 128 
Operation: Red Wolf (Missian 9), 
113-118 


maps tar, Ì 15 


ata tar, 114 


Musson € 
mission orders for, 113-114 
notes for, 11/1118 
SCraregy for, 114, loll 
team assignments tor, 114 
Operation: Sapphire Rising (Eagle 
Waerch Mission 2), 187-192 
maps for, 18910 
mission data tor, 187 
mission orders for, 187 
nates tor, 111 
strategy for, 188, 190-191 
team assignments for, 188 
Operation: Steel Wind (Mission 1), 
bh 1 
maps tor, 68, G5 
mission data tor, Gh 


mission orders for, 66 


Fon Claumey ss 


Ba OSI 


strategy for, 68-71 
LEAT KSSIEN MENS For, bo / 
Operation: Sun Devil (Mission 4). 
Ba 
maps for, Sh—&,/ 
mission data for, 84 
mussian orders for, 84 
nates for, K8-89 
strategy for, 85-88 
team assignments for, 85 
Operation: Wild Arrow (Mission 15), 
148-154 
maps for, 150-151 
mission data for, 149 
mission orders for, 148-149 
notes for, 154 
strategy for, 152-154 
team assignments for, 149, 152 
Operation: Winter Hawk (Mission 8), 
108-113 
map for, 111 
mission data for, 109 
missian orders for, 108-109 
notes for, 113 
strategy for, 110, 112 
team assignments for, 109 
Operation: Yellow Knife (Missian 11), 
126130 
maps for, 128-129 
mission data for, 126 
mission orders for, 126 
notes for. 130 
strategy for, 127-129 
team assignments for, 127 


Operatives. See Team members 


P 


Parliament members (Landan} (Eagle 
Warch Mission 3), 192-197 

Period on keypad to change weapons 
rate of fire, 4 


gp Fem Clancy's 
El! 
Phoenix Group 
airstrip escape attempt by (Mission 
8), 108 


bugging Anne Langs home phone 
far intormatien about (Mission 
1), 126 


Horizon Corporations computer 


information about virus release by 


(Mission 12), 131 


kidnapping of Catherine Winston by 


(Masson 10), 118 
Rainforest 2000 VIPs held hostage 
in Brazil bv (Mission 14), 143 


secre biological warfare installation 
in ldaha run by (Masson 7), 102 
takeover af dar herw LET Ì lungary 
and Slovakia by (Mission G), 95 
takeover af Marth he ail drilling rg 
by (Mission 3), 7 
virus release ar athletes village by 
(Mission 15), 148 
virus release at Sydney Olympic 
Games planned by (Mission 13), 
147 
Pistal, accuracy of, 4, 36 
Plan screen in planning stage, 60 
Planning operations, 58-64 
seven screens for, 58 
Price, Eddie, personal information, 
background, and notes for, 


Ed 


Profile attributes af team members, 
11. See also individual members 


O) key to move Red Team, 52, 55 


R 


Radio discipline in cooperative mis- 
sions, 164-165 

Rainforest 2000 Brazilian hostages 
(Mission 14), 145-148 
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Rakuzanka, Kazimiera, personal infor- 
mation, background, and notes for, 


27 


Rate of fire of guns, 4 
Raymond, Renee, personal informa- 
tion, background, and notes for, 28 
Recon specialty, 12. See also individual 
team members 
Recon stage in planning mission, 61 
Recon/Regroup mission in adversarial 
game, 167 
Recruit level campaigns, 58 
Red Team, Go code Alpha to send, 52, 
+3 
Rifles 
accuracy of, 4 
settings on, á 
Road Ambush map in adversarial 
game, 170 
Raster Selection screen 
in planning mission, 63 
Lr planning stage, 5) 
Rules of Engagement (ROEs) 
changing, Gl 


speed and made, 62 


5 


Safety speed, 62 

Save Your Base adversarial game, 211 

Scatter Assassination adversarial game, 
211 

Scatter Hunt adversarial game, 211 

Scattered Teams adversarial game, 
211-212 

Self-control attribute, 11. See also 
individual team members 

Ship map in adversarial game, 169 

Shooting Range to practice using 
firearms, 5-6 

Shotgun blast to open door, 7-8 

Shuttle Buran (Eagle Watch Mission 
1, 181-187 
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Shuttle Pad map in adversartal game, 
212 

Sikh terrorists, 187-192 

Single-Room Kill House, 51 

“Six as overall leader in multiplayer 
games, 164 


Skill attributes of team members, 
1-12, See also individual members 

Skyscraper map in adversarial game, 
170 

Sniper mode, activating, G 

Southampton Harbor, Catherine 


Winston held hostage in (Mission 
10), 118-125 


Square bracket keys (| and |) to zoom 
in and out, 2 

Stamina attribute, 11. See also individ- 
ual team members 

Standard speed, 62 

Status reports in multiplayer games, 
165 

Stealth attribute, 12. See also individ- 
ual team members 

Strafing left or right 

a Th ke ks) Far. | 
S| kev far, Ì 

Stray bullets, á 

Street light, medium, and heavy uni- 
forms, 44 

Stronghold mission in adversarial 
game, 166, 168, 169 

Stun grenades. See Flashbangs 

Submachine guns, settings on, 4 

Survival mission in adversarial game, 
Lhú 

Sweeney, Kevin, personal information, 
background, and notes for, 29 


ik 


Tactics, 49-57 


Lr CCRODEEALINK ETILSS MOES, 165 


veeenee lap Mahal (Eagle Witch Mission 
2), 187-192 


Kaj Mahal map in adversarial game, 
212 
Tan light, medium. and heavy umi- 
farms, 45 
langos (terrorists) 
assuming a room contains, 50 
clearing room af, 50 
Double-Raam Kill House ta prac 
tice clearing vwo, 52 
multiplayer games having maps fea 
turing, A14 
Office Ki 


ing four, 54-55 


Hause to practice clear 


Single-Room Kill Hause La prat ELC E 
clearing single, 5Ì 
[wa-Story Kill House to practice 
clearing SIX, 359 
Targeting reticle, 34 
Team Assignment screen 
in planning mission, 63 
in planning stage, 60 
Team members, 11-32. See also indi- 
vidual operatives 
attributes of, 11-12 
choosing, 59 
in cooperative muluplayer games, 
163 
naming, 164 
new in Eagle Watch, 174-178 
organizing teams of, 60, 61 
replacements for, 73 
roster of, 59, 214 
selecting firearms for, GO 
spacing between, 165 
speclalties at, 12 
Team Survival mission in adversarial 
game, 166, 168 
Teamwork attribute, 12. See also indi- 
vidual team members 


Teams 


en 
EEE (TUT RENEE Sor “see terterdn 
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en 
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breaching instructions for, 62 
building. 63 
maximum of four, Gl) 
selec ung one of, Gl 
Terrorist Hunt adversarial game, 211 
Terrarists. See Tangos (terrorists) 
3 key 
to select breaching charge, 8 
to select current item, © 
Taals at the trade, 33-48 
Training menu 
aar Breac hing DO ACCESS 
Demaolitons Kange fram. 8 
Open Lraining KO ACCESS shooting 
range fram, 6 
Two-story Kill House, 55-57 


map of, 56 


U 


Uniforms, 40-48. See also individual 
uniforms 
assIEnIng, 40 
chaasing, hit 
Urban light, medium, and heavy uni- 
forms, 46 


V 


Veteran level campaigns, 58 
Views, taggling between first- and 
third-person, 2 
Virus release, Ebola braknma 
Harizon Corporation's computer 
data abaut (Nissan 12), 131-136 
by Phoenix Group in athletes village 
(NMhssian 15), 148-154 
bv Phoenix Group planned for 
Sydney Olympic Games (Mission 
13), 137-142 
by Phoenix! Horizon conspirators in 
the Horizon Ark (Mission 16), 
154-161 
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Voice option as useful for multiplayer 
games, 164 


W 


Walther, Jorg, personal information, 
background, and notes for, 30 
Water hazard, 3 
Water Ride map in adversarial game, 
168 
Waypoint 
assigning action to, 5/7 
multiplayer missions as having no, 
164 
plorting, in planning mission, 62-63 
Weapons, 3-5, 43-40 
accuracy of, à=5 
arming team members wich, 60, 63 
hiring, 4 
A5 En ac TIE during heartbeat KENSOr 
use, GR 
new in Eagle Wiereh, 179 
prele | Ts INE, 5 
safery an, 4 
Weber, Dieter, personal information, 
background, and notes for, 178 
Winston, Catherine 
held hostage by Hurtu rebels 
(Mission 2), 72-76 
kidnapped by Phoenix Group 
(Mission 10), 118-125 
Woo, Tracy, personal information, 
background, and notes tor, 31 
Woods light, medium, and heavy uni- 
forms, 47 
World Health Organization research 
station (Mission 2), 72 
WorldPark amusement park, hostage 
tourists at (Mission 5), 89-94 


Y 


Yacoby, Ayana, personal information, 
background, and notes for, 32 
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Z 


key on keypad 

to manipulate environment 

to pertorm special actuon, > 
| 


Zooming in and out with square 
bracket keys, 2 
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